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Patrolling the sea is vital if we're to make the planet a a soulless corporation. With that comes things some

less dangerous place to live. It's a job that makes employers can't pretend to offer. A sense of maturity. Self

a difference. Every second of every day. After all, you're confidence. Responsibility. You'll find that although you're

working for your country, not for an invisible boss or serving others, you're also helping yourself.
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REGULARS

EDITORIAL 6

The first fruits of last issue's photo
bribe, steel yourself for Drog 0 Rama,
the Night of a 1000 home haircwts, and
many more. And there's yet more
thanoes to get invelved.

NEWS 8

Maore big stories broken, induding news
of the Sonic game the 32X so richly
deserves. Sadly, no reports of the
Master System — missing, presumed
dead.

PAUL'S TIPS 44

More tips than any Jonuary reader
could possibly deserve. A guide to
wreoking carnage in Doom and gui

to Bubble ond Squeak and Dynamite
Headdy. Whilst we give you these, Poul
himself has contrached scabies.
Hahahahaha!

MEGAMART 91

Abondon Hope All Ye Whe Enter
here...But wait for our new 'dial-a-
date’ service to oppear!

YOB 92
Stuff me, Yob's got hold of some sensi-
ble letters. We don't know how it hap-
pened but needless to say there will be
an engquiry.

Q&A 94

Which is best: Lucky Charms or Banana
Bubbles? When putting on a school tie
is it ‘long bit up ond under’ or ‘short bit
down and through’. Don’t lough, some
of the questions Steve gets make him
cringe. We're just waiting for “which is
best: wiping forwords of getting mum
to do it.."

REGIONAL SPOTLIGHT 96
Want o Satern? Sold all your posses-
sions to afford one? These guys will do
you a deal. They take elderly relatives
for part-exchange, oo

NEXT MONTH 98
We three kings from Middlesex, one
owns a hat and a 320L...

.. M

Some
mothers do
‘ave ‘em.
And some
mags do
get ‘em.

* And we get
‘em first
every time.
The exclu-
sive,
straight to
review,
lowdown
on the pris-
tine 32X
version of
MK Il. Read
and learn

of the path _

to enlight-
enment...

Rodkman has o habit of being small,
changing his name (to Megaman) and
bringing out collections of his past per-
formances. He's got flared trousers,
too. Metal ones.

ROAD RASH Il 70
Subtitled ‘Tour de
Foree'. Is

that meant

to be funny?

You never tan
tell with Road Rash. Mow, the humping
vattle — that 15 funny,

SAMURAI SHODOWN 76
KAWASAKI smnﬂm 80

Fancy a big throbbing piece
hh-nn.h-?ll.l'llﬂhrpﬂni
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FEATURES

CES REPORT 15
A disappointing show, but at least it

gives us the chance te show some new
32X stuH and Acclaim’s Judge Dredd...

ADDAMS FAMILY VALUES 26
We've got badk to bosics with family val-
wes at EMAP. Steve’s the father figure,
Claire looks like Auntic Nora and every-
one else keeps mom. We con appreciate
the warped goings on in the Addoms
household in Deean's new
exploration/puzzle game.

PREVIEWS

NBA JAM: TOURNAMENT

EDITION 30
Three whales

pages on a
truly hot
sequel to the

first smash hit gome of last year. All new
features, enbanced grophics ond sound

on the tort — but will the jamming buzz
of Spring 1994 be reswrrected?

STREET RACER 34
Once again Ubi-

Soft come to

the Uber-

mag with the

roting game set

to rewrite the Megodriving highway
twode. Remarkable chonges have been
made sinee the Wark In Progress. Oh
yes.

X-MEN 2 36

" -\'1. y W
. & SPIDERMAN 36
ASTERIX: POWER OF THE
MEGA SWIV 82 Nightmare. It's sort of Day of the Living
For a quick rating of Time Warner's new Brain-Dead Actors. But happily you can ﬁ!ﬂllﬂﬂﬂlﬂ GODS 38

blaster: ‘replace last letter of game title shoot them.

with ane ot end of alpahabet’. Or turn to SPACE HARRIER 32X 88

bevapienbe e - Ao combg-sqal o RO ROAD RUNNER 38

UNNECEsSARY RouGhNEss90 32X ‘ et v ATP TENNIS 40

Tell me, Mystic Reg, why is this review

Turn the pages, my pretty. Turn, turn and piger ~'pas . GEAR NFL QUARTERBACK CLUB 40
EARTHWORM JIM SPECIAL

RISTAR GG 86 EDITION 42
As we go to
SMURFS GG 86 et
GOLF MAGAZINE: 36 GREAT Smurs, Smurts. I¥'s Smurs everywhere. e @
HOLES 78 wmm m‘:‘:" shls or ntorplay. | rachen thoy should

have a fight.
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cracking
start this
year by
securing the first
review of Acclaim’s
brilliant 32X conver-
sion of Mortal Kembat
Il which replaces the
juggle combos miss-
ing from the 16bit ver-
sion — a real shot in
the arm for the 32X.
Sadly, the Saturn front
has been quieter than
a morgue this month
with no review stuff
arriving, but as we’re
expecting Shinobi X
and Gotha any minute
now this lull won’t last
long. This is going to
be a real year of
change as the 32X
releases set fo step up
in number and the
Saturn finally gets a
UK release. The CES
has shown some
promising plug-thru
games which are
unveiled in our special
report, and there's a
Knuckles game on
offer, too. Something
tells me, 1995 is
going to be rather
smart...
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Well, we reckoned you were a bunch of money-grabbing mercenaries and,
sadly, we were right! No sooner had the issue hit the streets than strange
photos of our beloved readership began to filter through. A worrying early
trait is that most involve cross-dressing but, hey, we're not anes to judge. All
the photos printed here are cash winners and the respective loot will be on its
way to you as soon as we've done over the Alliance and Leicester. Right, on
with the sodness

BAD

Probably the easi-
est tenner most
people will ever
moke, sadly the
owner of this fine
‘around the rim’
trim didn't put
their name with it
Also, notice the
way the hair curls
INwaras, (;|(_;i{j|l1gr
to the impression
that it could
indeed be a wig!
A tenner awarts

the person who
can prove this is
their pH’_I

An entry from our mates on our sis-
ter mag, The One For Amiga, os
they unveil whot must be the worst
haircut this side of Robbie Williams.
This is copper-topped Editor, Andy
Muttal, as o young kid locking as
lonely as someone with hair like
that should. Sadly, Andy won't be
receiving any cash for the photo to
make up for his appearance, as
EMAP employees can't win!

THE L' r ' COMPLETELY COVERED IN TALCUM POWDER — £20
oee FULL MAKE OVER USING SISTER/ MUM'S COSMETICS — £20

Dan't forget there are plenty of other categories fo enter, and
wa've odded o few more. Here's the list in full, with the value of DOG WEEING OM PARENT

|E3 BOMUS IF IN DRESS, TOO)
BIG OPERATIOM SCARS E20
£20

both haircuts ond cross-dressing suitably reduced... SKIDDY UMDERPANTS — £15

PAREMT DRESSED UP LIKE A POVWER RAMGER —

HUMAN PYRAMID FEATURING 51X PEOPLE
MOOMING OUT OF MOVIMNG CAR — £40
EATIMNG WORM (MUST BE BITTEM) — £35

SISTER ON LOO — E£35
DRESSED UP LIKE A TV CHARACTER — £30
PUTTING MAKE LIF OMN A SLEEPFING DAD — E£30 THE BIGGEST PANTS YOU CAM FIND — £10

PANTS HOISTED UP FLAGPOLE — £25
(ES BOMUS IF SKIDS VISIBLE)

Ed5

HAIR DYED GREEM, EYEBROWS PURPLE — £15
£50 FAMOUS PERSON FALLING OVER — E£15
3 (E5 BOMUS IF HOLDIMG A CAM OF LAGER
"KICK ME" HOTICE OM TEACHER'S BACK — E15
BORROWING RELATIVE'S TOUPEE — £15
FLUSHING RELATIVE'S TOUPEE DOWNM TOILET — E15
[E10 BONUS IF ALREADY "ENGAGED”)

YOUMNGER BROTHER BOUND AND GAGGED IN CUPBOARD — E10
PAUL BUFTOM AT SCHOOL £10
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DREAM MACHINES

The mind of a MEAN MACHINES team member
is a dark and sordid realm. To celebrate the
mystical forces at work, this month we plumb
the deepest psychological recesses of the world

of dreams.

STEVE
Steve's dream dates way back from his childhoad
when he hod to confront o stone robot who wes
knocking down all of the houses in his home vil-
lage, Southbaurne. “The evil droid would juss
wonder around kicking down houses willy-nilly
But ma and my mates found this plunger thing
and if you pulled it the robot stepped. So we took
it b the council and we threw it in the incinero
tor, making the stene thing crumble. And os o reword we were given o tia of
Quality Street each.” A small price to pay for the survivalof mankind.

FAVE GAMES: INTERNATIOMAL SUPERSTAR SOCCER

FULL MAKE OVER
(DRESS-WEARING OBLIGATC

Andrew Ruddich impresses us with a ster-
ling impersonation of Anita Dobsaon (Angie
out of Eastenders). With a classy wig and
clobber to put the ‘Alle ‘Allo girls to shame,
Andrew has earnt a cool £35 — especially for
making his Mum's
pop socks reach his
knees (mind you,
she's must be
pretty recognis-
able wandering
around Tescos in
that gearl). Oh
yeah, we're also
going to round
his prize up to GUs

£40 for his Gus” eyes lit up with the prosped of delving into s .
the subconscious, revealing o bizame encounter |8 e S
with sharks that could walk, “| was with my L H -‘J “

uncanny facial

resemblance -
to Nicholo family of home, and my Dad hod just fold us
Stapleton about the genelic experiments he hod per
(also off formed on shorks. A1 this paint the house starn
Eslentaisl. ed io h|1_-.r|r|b water and the sharks come to

seek their revenge. Aoorggh!” Hmm, fime to
lay off the Viz comics

FAVE GAMES-TOSHINDEN, VIRTUA FIGHTER

- F 4
By dey mild-mannered Art Editor, by night purveyor of justice! Oz lold us
obout this flickin’ ace dream obout the time he
rescued on entire plane of hostoges. “Yeah
boyee, | was like commander of o crock force
with guns ond fings (sound FX — Peyoww!
Boom!), and we soved all these poor people. Bui
1 had to go back for this liccle girl, and when | got
back all my teom were all deod. The licele girl
wins olright though”. Yes deor.

FAVE GAMES: RIDGE RACER, TOSHINDEN

-

CLAIRE
“Every night | have this fantastic recurring
dream of winning the lotery. I'm alwoys in o
really sunmy phooe ond there are loads of swim-
ming poals araund me. And once |'ve picked up
the cheque for oll the millions of pounds, I'm
siraight on the phone 1o Lord EMAP 1o buy
MEAN MACHINES sa | con mowe the offices fo 51
Vincent in the West Indies, where the magazine's mode by rabot copies of us.”
Chears Cloire

FAVE GAMES:RIDGE RACER, DAYTONA

p Rand

Walton has
opted for the

church-going lock, although it locks like
Rolf Harris has been doing his make-up!
Thankfully, it's dark outside so his mates won't
notice too much when he meets them. £35 on
its way, young... er, man

PAUL
"I con't normally remember my dreams, but
there is one in particubor that comes 1o mind
V'm this spy, o bit like Jomes Bond, with flash
tar, fop thrends, and o lovely linle villa on the
Mediterranean. My sole responsibility is to track
down other spies and destroy them before they
pass on government secreds. Then | woke up
and it was true, all frue you know!* Paul's gone for o bit of o lie dawn
FAVE GAMES:KILLER INSTINCT, RIDGE RACER

Geoft Harte, pater to son Richard, goes all

sporty for the camera. We were foxed for a

while and thought it was a pic of Martina
Navratilova, but then we noticed the moustache
Martina's is much thicker. £35 heads from our wal
let to Hornchurch..,

BAD HAIRCUTS E7.50

FAT MLIBAS £10

£5 BONUS FOR ODD-COLOURED PUDDLE
COVERED IN MUD — £15

SPOTTIEST FERSOMN EVER SEEMN £15
EMTIRE KITKAT IM MOUTH — £10

Mark your pics: "M DAVID BAILEY, GISSUS THE
CASH, MEAN MACHIMES SEGA, 30-32 Farnngdon
Lane, London, ECTR JAL

Nggr;:-ﬂ#ﬂ:; OF THE FOLLOWING — £5 PER ITEM [£10 BOMNUS IF IN SWIMMIMNG COSSIE) “I think if"s abowt ime the world knew aboui = | Y
Ak L‘_..._...__ i .
DEERSTALKER HAT (WITH FLAPS DOWN , _ my tobbage fisation, | had this recurring dreom "T;:'_*
SMURF T-SHIRT We're particulorly ofter pics of Poul B at school, so os o kid that o robot hod come 1o Earth 1o steal § 772 - i
MATCHING VEST AND PANTS if you went to school in Norwich between 1982- all of the cobbage resources. | wos in the super- == - .
SOCKS WITH GARTERS 89, we want to see the pics (sports kit ones goin market with my Mim ond in burst the evil robot |2t | __‘4
MEW NOMINATIONS on extro 1i\j-4:r| Thl:. cash wil be given for any we ready bo vapourie anyone i his path. So we i % ’
FALSE TEETH IN ODD PLACES — £25 print. Multiple ki will be accepted, and if you made a run for it, but all he really wonied wos
p\*E.E}EGMus IF WORN BY CHILD) haove ony combinations of the above, you will to nab the cabbages.” Rod sill likes abboge for

LE BEING SICK — £20 recieve o lump sum of the two volues combined hig dinner. Sometimes

FAVE GAMES TOSHINDEN, VIRTUA FIGHTER
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Sega have ended the
@& NEW GCGAME 9 croec 10

uncertainty ond ‘lf-what- TINE 2 4808

who-when' questions sur- .
@ BY SEGA rounding o Sonic game RINES i

on the 32X. Since the
@ 32X add-on’s launch Sego -

have admitted to having
two possible Sonic games in production, but unsure which, if B .
any, would become a completed product. _
However, the unthinkable has not happened and we are to - x -
get a ‘Sonic’ title, though this time Knuckles is firmly the E;m J
main star. Knuckles Ringstar is a plotform gome in the famil- g : —
iar mould with a lot of scenery quite reminiscent of Sonic 3
and Stimic and Knuckles. The characters and enemies also owe quite a bit to the previ-
ous fitles.

through. This huge increase in colour capability makes Ringstar look stunningly
detailed compared even to Sonic and
Knuckles.

Special effects dazzle throughout, with
the screen zooming into the player
characters, and they even have

Pseudo 3D game moves allowing

them to jump in and out of the fore-
ground. The speed of scrolling is
incredible. But the new features are

not all cosmetic. Knuckles is the sub-

ject of controversy because of its i
unusual and criginal gameplay mech-
anisms. Instead of controlling one 1
character, you are in charge of two 1
sprites linked by something resem-

bling an elastic cord. One sprite leads

the other, but the cord allows you to

perform all sorts of neat tricks, like _
leap-frogging and catapulting both

sprites at high speed.

It's certainly novel, but Sega were concerned that
it may prove too challenging for some. This is
one area where months of playtesting will be
ordered. Elsewhere, there are some great bonus
games, that put the interludes in Sonic 3 and
Sonic and Knuckles to shame. One is o fantastic
free-fall through a tube filled with bonus and
warp tiles, in @ myriad of colours. The second we
hove seen involves a 3D polygon tube, with
changing gravity and inertia effects. Even at this
early stage Knuckles has some funky styling: arty
intros to each level. As more material becomes
available on the

game, don't

doubt us to

have it

first.




N SATURN UNVHILEL

@ NEW MACHINE

@ BY SECA
@ SATURN

Just thought you'd like to have a look at what a UK PAL Saturn will look
like. In terms of size and proportion it's identical to the import machines
but, as you see, Sega Europe have opted for a typically black casing in
preference to the grey of the Jap original. Around the back things stay pret-
ty much the same, too, with the addition of an AV port. The machine is still
expected for later this year, but we
reckon it could appear some
time in the summer as
opposed to in the
Autumn as origi-
nally intended.

#




The first contender for ‘Licence Of The Year’ definitely
@® NEW GAME goes to Acclaim’s Judge Dredd and here are the first
pictures you'll see of the game! A mixture of platform

@ BY ACCLAIM and shoot ‘em up genres, Dredd is o twelve-stage game

which mixes ideas lifted from both the forthcoming film
@ MEGADRIVE and the comics. The film itself revolves around Dredd's

attempts to stop his clone borther Rico from cloning
himself and creating an army of psychopaths, and the game charts his progress, offering loads
of extra perps to judge on the way. Probe are the guys behind the game, and in addition to the
platform action they have also added a series of 3D stages where Dredd jumps on his
Lawmaster bike and cruises the streets of Mega-City One. An EXCLUSIVE preview of the game is
imminent, so get ready to leap into the 22nd century for the full works on this excifing licence.

NATION

You may remember the

@ NEW CAME first pics of Acclaim’s Alien
Trilogy we publisrlnd a few
months back. Well, here's

® BY ACCLAIM thehlufnsf to oppear along
with more news on this

@ SATURN stunning-looking game.
Alien Trilogy is now set to

hit the Saturn in time for the machine’s UK release date and is

an eighteen-stage 3D blost with the player going to war
against the ocid-blooded monsters in a hunt for the Queen
alien. The game is the first to be released that has used

Acclaim’s ‘motion capture technology’, and the graphics truly

do justice to the classic movie trilogy with loads of dark corri-

dors and surprise attacks. Acclaim are chuffed to bits with the
game so far, and it certainly looks to live up to their expecta-

tions — a Doom variant has never looked so detailed. Sadly, o

32X version is no longer on the cards, but we'll be watching

this one closer than a kid juggling hot coals whilst standing on
our new carpet.

10 MM SEGA



NEWS
INTERGIAY RETURN &7TATTE:

@ NEW GAME
@ EY INTERPLAY

EEE

Psst! Over here... Quickly.
There’s not much time...

Let's start with joyous news on the
® 32X sequel front. The busy Bitmaps are

: : : working away on a sequel to The
Interplay continue their Sega assault and unveil the Chaos Engine. Once again you

first screenshot of their 32X conversion of Clayfighter have been drawn back into the
2. Whilst the first game came in for a bit of a kicking, N Bt i i e s adan

the sequel sports _ _ : force of alien miscreants are wreak-
more characters, | ([ ; - YhiF ing havoc, and your task (should
moves _nnd-?he B =T =1 you accept it, etc, etc) is to blow the
|I|fE... it is also beggars to bits. Whilsat the graph-
believed T_.ht:l the ics retain the weird

pliug-ihr.u s extra _ 'Steam/Cyberpunk’ look, new addi-
processing power tions are an interactive 3D play

will make the ! .. area, more power ups and, most
game faster to notably, a split-screen mode for the
play than ?hﬂ_ two-ployer gome. Just don’t say we
sluggish eriginal. told you.

The Super NES . , . One of those talkative little
game has done quite well for itself on the review cir- Starlings tells us that EA’s first ven-

cuit, and we'll be getting out sticky mitts on this one biaris Gonlkis e Bl o bl o F

oy e 32X will be an update of the NHL

games. Quite what they intend to

do with it I'm not sure, but needless

ﬂﬂmm ”f flﬂ[ to say we'll find out imminently as
will you,

Looking into our crystal ball we are
strangely drawn to Virgin who are
Panzer Dragoon is oing a little Mega-CD mental.
® NEW GAME p?ah:bh ﬂi most gehv%en FEhrun?y and April they

important Saturn have TWELVE title lined up, ranging
& BY SEGA release of 1995. from JVC's KEIO Squadron and

Since early shots of Dungeon Master Il. Whaot's more
@ SATURN the game interesting, though, are the os-yet

appeared, critics seen titles, Cobra I, Lords Of
have latched onto a Thunder and Flux. More when we
game which will get it. Oh yeah, we couldn’t help
crucially define the but notice that Demolition Man
Saturn’s powers. €D is back on the cards, too. Yeah,
At its most basic right
level, Panzer Strangest movie licence aquisition
Dragoon is a flight of the CES must go to Acclaim
of fancy. You con- Several years ago, Julian Sands
trol the firing and made a movie called Warlock with

imi the girl who played th llo i
@ BY OCEAN g limited movement of e girl who played the cello in

et ? ﬂv_.ur;'mgi drugan,b :nuk'sng its :ny 1hrm;gh qu.:ﬁple FTmc (ask '_.re;r 5}:_*&;}. Thl:.‘l‘l: wr_l::s.h %
evels. lt's possible to view the game from four also a sequel which went straight to

® SATURN/3IZX EQtd viewpﬂims?frcnt, two flanks ung{i rear. video a few months back. Anyway,
All the graphics are polygon-generated, with detail, Acclaim are working on a Warlock
colouring and depth that makes Virtua Fighter look game which takes the form of o
pathetic. When we played the game there were two platformer. No other info at the
complete levels. One was a flight through o desert, mo, though, but we reckon an
with huge Dune-like worms rearing out of the sand. Acclaim game based on 1970s hor-
This was followed by a flight over a dense forest, ror ‘And Now The Screaming Starts’
with fantastical flying galleons attacking from all must be a cert
sides. As you can — On a sadder note, Accolade’s UK
see, from what L offices have been closed as Time
we've ployed, _— Warner have stepped in to buy all
we have high ' ! their games and the label.
hopes for ; " Similarly, Domark’s console games
Panzer will now be appearing through
Dragoon. More Acclaim, including the return of the
news of the offi- ¥ once-dead Wizard Pinball for the
cial released ' e ’ Game Gear.
version very Til next month,
soon. . Pip pip...

OGEAN'S WATERWORLD

It has fall-

® NEW GAME b

Ocean to

for ‘film of
the year." Waterworld, a cross between The
Man From Atlantis’ and 'Die Hard' stars Kevin
Costner as a sort of police sheriff with gills who
inhabits a world flooded following the loss of the
polar caps, and under seige from Dennis
Hopper ond his pirate mates. Ocean’s game is
set fo appear on a variety of 32bit platforms,
Saturn and 32X included, but firm details
regarding its content and style are unknown.
Still, it the gome goes
smoother than s
the film's
which (which
is said to be
milions over
budget), we
should see it
later this year.

MM SEGA 11




NEWS
MAGNIFGENT MEN IN THEIR FLYING
MAGHINES e

Boh - B )

Just in from
lapan is news
of an immi-
nent conver-
sion of the

@ BY SECA
latest arcade

@ 32X
smash Wing

War for none other than the 32X. Based on
warplanes from both past and present, the fly-
ing machines of nine nationalities — among
them, Japan, United States, and Great Britain — are up for missions across the globe.
Using the 32X's twin Hitachi processors, Wing War is set to push the plug-through to its
full potential.

@ BY US GOLD
® 32X

@ BY INTERPLAY
® 32X

into the
frame to
snap up
the licence
for the next Olympics. However, whilst the
atlanta-based tournament isn't due to start
until 1996, the Brummie lads and lasses
are set to introduce the games’ mascot,
lzzy, in a 16MEG platformer. lzzy's Olympic
Quest stars a little morphing athlete capa-
ble of great turns of speed and the ability
to turn into TNEFT T AWEY e,
sports equip- PP .o
ment. His task S5~ s {.
involves recov- " e J >
ering the five . r?f
Olympic rings b i

which some §

rotten sod has

stolen (I bet it

was the French). Three levels split into
smaller sub-stages await our hero, and if
he succeeds he gets to take part in the
gomes. lzzy will be appearing later this
year, but nobody's quite sure when.

When the planet Tuul was overrun by Sarlac,
ad bad guy out to snatch contrel of the plan-
et, only one man was brave enough to take
him on: Kyle Blackthorne. Kyle's first adven-
ture has just taken part on the Super NES in
the form of Interplay’'s Flashback-inspired
Blackthorne, and it is currently undergoing
conversion to the 32X, with the obligatory
better graphics and sound. A platformer, Kyle
wanders from screen to screen offing bad
guys and searching for the two crystals need-
ed to restore balance and kill Sarlac. Andy on
MNMS really

rates this,

and we can

find out if

he's lying reet

LA CELRLE
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RETURN OF THE
SONY COMPO!

Qops, not
that we're
stupid or owt,
but two
months ago
we said 'here
are the first
three questions in our two-part Sony
compo, the next three will appear the fol-
lowing issue.’ Sadly, due to a hiccup (more
of a bloody great burp, really), they never.
Well, fear not, because we are repeating
the first inree questions and the new three
so, at long last, you con have a pop at win-
ning a Sony MiniDisc player and loads of
game-related goodie bags, including
copies of Mighty Max, Pitfall, and Mickey
Mania. So, here in full are the six questions
which could win you that rather smart
piece of kit or one of the five runners-up
prizes of packs of gomes, and five smaler
bags of assorted Sony goodies.

@ COMPO
@ BY SONY

1. Mame the acrobatic star of Pitfall: The
Mayan Adventure:
. Harry
B. Max
C. Keith

2. Which famous studio gave birth to
Mickey Mouse?
A, Fox
B. Columbia
Disney

. Name Mickey Mouse’s trusty pooch?
. Remus

Pluto
. Dougal

O W

B

. Is Mighty Max:
. Tiny

B. Gert fat
C. Tall

5. Which Sony game was based on a
Stallone film?
A. Mickey Mania
. Cliffthanger
C. Sensible Soccer

6. Pitfall first appeared on which console?
A. Vectrex
B. Colecovision

. Atari VCS

Mow scribble your answers on to the back
of a sealed envelope or postcard and send
it to:

BELATED MINI-DISC TOMFOOLERY
COMPO,

MEAN MACHINES SEGA,

Priory Court,

30-32 Farringdon Lane,

London,

ECIR 3AU

Make sure they get here by Feb 28th or
Gus will eat them. Usual tyrannical compo
rules apply
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CES NEWS

Once again, the bi-annval CES has come and gone, and January’s Las Vegas show was a let-
down to say the least. Nintendo’s dire-looking VR unit was the star of an otherwise quiet
show, with Sega tucked away in a small area in the corner. In terms of games it was equally
dull, with only Acclaim’s Judge Dredd and 32X MKII conversions and Interplay’s forthcoming
32X titles looking particularly interesting. The Saturn wasn’t represented at all, apart from
Sega unveiling the black casing which will house the Evropean machines, and a few men-
tions on press releases of games due for release next year. Still, here’s what few items of
interest we did cobble together.

The chops behind Aero The Acrobat were push-
ing the forthcoming sequel and its spin-off, Zero
The Kamikaze Squirrel, whilst alse unveiling a
Megadrive version of their Final Fight clone, The
Death And Return of Superman. More impres- -
sive, though, is their 20MEG beat ‘em up Justice
League, which pits the likes of Superman against
heroes like Batman and Wonder Woman. Whilst
not particularly original, large sprites make this a
smart-looking scrap.

The sell-out of Accolade Europe's titles to Time
Warner in the UK means the following will
appear through the chaps behind Lownmower
Man and Generations Lost later this year. Sports
fans can look forward to Jack Micklaus Gelf '95
and a sequel to Barkley: Shut Up And Jam fea-
turing more players and courts. However,
although not on show, the hottest news from the
Accolade camp was of Zere Tolerance Il which
will be debuting on the 32X and Megadrive later
this year. Oh, and Bubsy is set to return for a
third outing in a game programmed by
Fareham-based Climax. Oh joy.

MNew to the Megadrive, Ocean were show-
ing off their main licences which took the
shope of The Flintstones and Addams
Family Values, both of which were origi-
nolly due to be handled by Sony. Both are
roughly 70% complete now and lining up
for a Spring release, whilst their third title,
Mighty Max, has already been released.
There was no news of Saturn or 32X pro-
jects, but we're promised there'll be some-
thing to see later — no doubt their licence
of Kevin Costner’s forthcoming aquatic
actioner, Waterworld.




CES NEWS
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Fresh from their recent
deal with Acclaim,
Digital Pictures
have gone into
FMV overload
as they start
preparing

more CD

This is more like it! Sitting
proudly on the Acclaim
stand was Sylvester
Stallone’s Lawmaster bike
from the forthcoming
Judge Dredd film which
brought more than a few
gawpers to the stand for a
look. The game was also
on show, as were recent-
ly-announced licences

such as True Lies (a little
early to comment on the
Megadrive version),
Stargate (like Alien 3), and
Warlock (hmmmi).
Acclaim's tie-ins with
Marvel were also on dis-
play with the recently-
released Wolverine flexing
his Adamantium claws
alongside the Spiderman

TV licence (see preview
this month). Oh yeah, and
NFL Quarterback Club
was on show in both its
Megadrive and Game
Gear incarnations.

One of the biggest draws
of the stand, though, was
the 32X conversion of
Mortal Kombat Il which,
whilst not initially that
impressive, sees the addi-
tion of larger sprites and
the juggle combos missing
from the Megadrive ver-
sion — but, hey, why not

titles for a
variety of
machines.
The 32X can
expect
enhanced ver-
sions of Corpse
Killers, Scottie Pippen Slam
City and Supreme Warrior which should have
clearer graphics than the poor 16bit versions,
whilst the plug-thru and Mega-CD will alse play
host to a storyteller disc which allows the player
to create their own fairy tales or watch one of a
number on offer. The games will appear under
the Acclaim banner a month after their US
releases starting in March.

Obviously the 32X plug-thru was the star of
the show, with Sega proudly displaying Metal
Head and the assorted titles you've already
seen reviewed ond previewed within these
pages. The Megadrive was represented by The
Adventures Of Batman And Robin which looks
better ever time we see it, and they were also
showing off the black Saturn fo the lucky few.
Sega’s US Sports label hos been bolstered by
new basketball and baseball games, but the
only other new game to speak of was Comix
Zone — a colourful-looking beat'em up set
with the pages of a comic strip which shows
more originality than most of the genre.
Finally, it was announced that the Game Gear
will also be receiving a version of Batman And
Robin, but when hasn’t been confirmed.
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read our full and exclusive
review for all the details!
However, we were a little
disappointed the promised
version of 32X NBA Jam:
Tournament Edition wasn't
on show, as this looks as if
it could be a real winner.
However, o 32X version of
WWF Raw was announced
so that should please fans
of the spandex grapplers.
Acclaim’s new technology
stuff also looked pretty
smart with Alien Trilogy
setting new standards
and, although there was
nowt to see, Batman
Forever, is said to be rais-

4 Wow! Look, the Batman Forever logo. Wow!

none of the local inhabitants are in the
remotest bit friendly. In all there are ten
stages for our. speccy hero to traverse and
the game culminates in a battle against
an evil tyrant. Next we have Flying Aces a
biplane sim set during WWI. As rookie
pilot Billy Campbell you partake in o
number of attacks on the advancing
Germans. Sadly, your back-up team are...
well, a bit dim so much merriment and
humour follows. Last, and for both the
32X and Mega-CD, we come to Darkride,

With Tully Bodine and crew set to line up
in a sequel to Loadstar and Cadillac And
Dinosaurs ready to roll onte a Mega-CD
reet soon, Rocket Science took the chance
to show off a trio of Mega-CD titles and a
new 32X project. First of all, meet Rocket
Boy, a ray-traced hero who has inadver-
tently lounched himself and his dog into
space using o home-made spaceship.
Rocket Boy and his pooch land on a weird
weird planet where the normal rules of
gravity don't seem to apply, and where

A Hello, my name is Rocket Boy. My Dod vsed
to be in Thunderbirds.

A This looks like a model someone has put o
match to!



ing a few eyebrows, too. Finally,
Acclaim also announced they
had signed an exclusive deal with
Iguana (the developers behind
MNBA Jam and NFL

Quarterback) who will be

writing solely for them now.

a psychedelic rollercoaster from
the obviously troubled mind of
gomes veteran Brian
‘Loom/Zork’ Moriarty. Twelve
winding stages require your
dexterity and attention in this
smart-looking puzzler. Cool.

A This looks really weird, but we
reckon i'll be quite smart,

The US arm of Time Warner was displaying a Wayne
Gretzky NHLPA-approved ice hockey game and a golf
game endorsed by a guy called Payne Stewart, but if
these appear over here it'll probably be under different
names. The best news, though, was that Time Warner's
first 32X game was announced — a conversion of their
popular RBI Baseball game with All the latest stats and
the biggest sprites seen in such a game.

CES NEWS
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CES NEWS

THQ were using the show to unveil their forth-
coming games of The Mask, seaQuest DSV, and
the assorted Game Gear conversions of EA
Megadrive titles. Again. Still, whilst The Mask
and his ageing mates were making up for half
the stand, THQ also announced a cluster of new
Sega-related titles. The first is a Mega-CD con-
version of the arcade sequel to Smash TV, Total
Caornage. The rest, though, concentrates pretty
much on the Game Gear with THQ again raid-
ing EA's back catalogue and announcing bat-
tery-gobbling versions of Michael Jordan In The
Windy City (where the basketball player battle
zombies using a balll) and NHLPA 96, another in
the never-ending range of ice hockey sims.

¥ 0j joy, another fishing

Interplay have a lot of confidence in the 32X as
they are readying several new titles for release.
The first are Boogerman and Clay Fighter Il which
we have covered earlier, and these will be fol-
lowed by Blackthorne. Finally, and best of all in
our less than humble opinions, is that Interplay
have snapped up the 32X version of Infogrames
stunning PC romp, Alone In The Dark Il. We'd
heard rumblings of this ages ago, but now we've
seen it and it looks absolutely stunning. Inspired
by the tales of HP Lovecraft (the master of all
things bizarre), AITDII pits the player against an
evil necromancer called Derceto who is out to
toke over the world. What separates Alone from
other RPGs and puzzlers is the graphical style. In

s

Alone the game’s many rooms and locations are
seen from a series of odd viewpoints which pan
around the main sprite to add cinema-style close
ups and tracking shots. These odd to the atmos-
phere brilliantly, and we cannot wait to get to
grips with it. A contender for 32X game of the
year we reckon. Oh yeah, whilst we remember,
Interplay have

also secured the

rights to release ¥look! Look! Look! 32X Alone In
the CD version The Dark Il. Wow! Yipes, ef...

of Earthworm

Jim over here.

With an extra

level, new end-

ings and

weapons it

should hit the

shelves in o

month or so.

Fresh from their Megadrive success with Bomberman, Hudsonsoft
have turned their attentions to the Mega-CD with two new prod-
ucts forthcoming. The first is Space Adventure Cobra 2, which is a
Snatcher-style adventure gome with the player using a series of
one-word options to solve a wealth of puzzles. Apparently Cobra is
a rather smart Japanese comic, and as Virgin are releasing the
game over here we'll soon find out. The second Hudsonsoft game
is one mentioned in our gossip column yonks ago: Hudsonsoft's
Soccer (previously Virtual Soccer Il). Featuring 48 International
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Mot a lot on show here
with Super Hockey and
Super Bowl Il the only new
releases — the latter of
which will enly be available
in a limited edition copaci-
ty. Both are mixtures of
arcade sequences with tac-
tical screens in the assorted
game breaks, but, hey, you
probably knew that
already. Told you there
waosn't much.
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Joysticks awards.

These BEST CONSOLE SIMULATION
prlz.d tl’ﬂpl‘llﬁl Vote for your favourite flight simulation, driving sim, sports game... the choice is yours.
are honoured by the ' | BEST CONSOLE SIMULATION: 1
industry more than any BEST LICENSED CONSOLE GAME
Which arcade conversion, officially licensed title or movie tie-in appealed to you the most
others - because they're in 19947
the only awards that | BEST LICENSED CONSOLE GAME: |
BEST ORIGINAL CONSOLE GAME .
you, the readers, vote What was your favourite game of the year which DIDN'T rely on an official license?
for. And the t|Iﬁﬂ has | BEST ORIGINAL CONSOLE GAME: |
CONSOLE GAME OF THE YEAR
come once !ﬂﬂ'ﬂ for us Think back... back! What was your absolute favourite game this year?
to poll our readers. | CONSOLE GAME OF THE YEAR: ]
HAMND-HELD GAME OF THE YEAR p
Blmlﬂ? fill in the form gand-hﬁ.l.glskara qmchgabfcm;n&g _;l major force in the videogames market. VWhich game
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'I"I"Iﬂﬂﬂ., Prlnry Court, &g‘g?‘un:’marlruting Earlnpaitgn gﬂ.n F? the n';a::a or Elr:‘ak of a partié:uLar gl;um;urdbrnc?.ldﬁ
[; [alull] 8 a game ad, nar al aad = »
30-32 Farringdon Lane, radic of In the games magazines, . 5
London EC1R 3ALU. | BEST AD OF THE YEAR: ]
BEST ORIGINAL CONSOLE ACTION GAME
E‘Uﬂ'l’" entrant fﬂ-l‘ th' %ciigtl ?Eﬂﬁ: snrg!tthgrr;ﬁﬂr S.I:Et“?; E:::ﬂcﬂnsulﬂ games players. This category allows you
W . .
awards is automatically | BEST ORIGINAL CONSOLE ACTION GAME: |
ki s CONSOLE PROGRAMMER OF THE YEAR " e
a8 unsun aroas o 8 Consoia ) UISIry. W I
prize draw, and the for you 16 0hoass WO think the best programmers of 1994 &re.
winner walks away with | CONSOLE PROGRAMMER OF THE YEAR: ]

£500 worth of software
for his or her machine!
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- 32X REVIEW

(To the tune of ‘High On The Hill* from The
Sound Of Music:)
A~ igh on @ mountain a lonely tyrant (ladee-
- hoo, a ladee-hoo, a ladee-hoo), rose up high
( G and ordered a fight (ladee-hoo, o ladee-hoo, o-
- . hoo). Gathering weirdoes from the Earth and his
. ' land (ladee-hoo, a ladee-hoo, a ladee-hoo),
MU L ANUMDAL Acclaim jumped in and made several grand
CS— (ladee-hoo, a ladee-hoo, a-hoo).
With only Cosmic Carnage as competition,
I_ 2 2‘ Acclaim have stepped in nice and early to take
MEG the 32bit beat ‘em up crown with a conversion of
PLAYERS Mortal Kombat Il for the 32X. The scenario e B
GAM remains the saume as, once more, the dozen fight- e N
e ers get together to take on Shae Kahn and hinsg
BEAT Em UP sidekick, Kintaro, but the game has been tin- A Thousands came to watch Kintare
kered with in order to use the 32X's powerful
processing power for a closer conversion. Fight!

PRICE £59.95 l
BY ACCLAIM A% \ ‘M _._.;‘1 &-:-ﬁ

¥ Kitana's pro-
RELEASE MARCH posal to Rayden
is spoiled by a

oﬂlo"s Dolphion’s sonar.
CONTROL: JOY PAD
CONTINUES: PLENTY, TA ‘ 1
SKILL LEVELS: 5

RESPONSIVENESS: FAST
GAME DIFFICULTY:

AVE

15T DAY SCORE FE V/:— m

REACH KINTAROD r

ORIGIN - ’ N
NO! You may indeed be a regular — = ,
reader of MMS, but | om not reiterat- —
ing this bit, Mr Sega-Owner. NO!
have helped cure
that,
PUSH STHRT

TER

ME BREAKDOWN  DANCER

SOUND, MATE

Fans of the original coin-op's sound will no doubt be chuffed to
learn that the music is better than before and the game is now
- littered with clear digitised speech. None of that lisping nonsense
Look, | i ot going '“_d“ it, Ok. If here, mateys. Whilst the music isn’t particularly different from
pa— f.gu:“ h"dlrl;'"“ - that of the 16bit game, the samples have been lifted directly from
T the arcade machine and have been allocated more memory than
was previously available fo add clarity. Kahn has never sounded
so good...




32X REVIEW —

o .
4
Ny maae
i .
TR NIRRT S 1 B

A ..Here's my handle, here’s my A The dangers of pubic barbers
spout, Tip me up and pour me ovt... revealed in full,

NEW, IMPROVED...

Ok, so what's so different then? Well, in all honesty, at first MKIl 32X doesn't look
particularly different. However, after a while, little touches become more apparent
— although it isn’t until you look at this version and then look at the Megadrive
game that you realise just how much things have been tinkered with. The main
additions are a new front end ported over from the coin-op and missing frem all
home versions, and more colours throughout. Probe have alse made use of an
expanded palette to odd more colour to the action, and have replaced most of the
animation frames omitted from the Megadrive game — even the Toastyl Gonk is
in colour now!

A “Have you ever wondered if wer're the
4 Rayden demonstrates his new projectile same sprite in different colours ?"
turd Fatality. Plop!

HE LED THE ATTACK
ACAINET LIUv KANC'F
SHADLIN TEMPLE. BARAKA
BELONCS TO A NOHADIC
RACE OF HUTANTS
LIVING IN THE WRASTE=
| LANDS OF THE BUTWORLD.
HIS FIGHTING SKILLS
—— | CAINED THE ATTENTION OF
EARAKA SHAD KAMM WHD
oot - RELRUITED WIM INTD WIS
Army.

i
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—— 32X REVIEW o
INTRODUCING...

Taking advantage of the extra l S

memory availoble to them,

Probe have included the intro : e =

sequence missing from the ' ' =

Megadrive game. Thus, for

your entertainment, we are b B T ki e -

pmud to present it in its B -1- O e " .
=00 YEARS NGO, SHANG TSUNG WAS ROMSHED Ta | BV SE LI OO T ROL OF  THE SHIOL N TOURMAars ni

entirety: THE FARTH REM M. WITH THE N OF GO0 HE TRIED T TIF THE S50 ES 0F ORDER TGRS

CHEFS, (LY S UFE N WDHHERIORS SO0 T THE
-:g :.ﬂrm'mf’!m;lﬁqmmm g } EHT TLES A0 S T5S0NG S SOHEME WO e

O W UIDLENT EMD AT THE HEDs 008 L0 KA.

NECESSITIES

In case you hadn’t noticed, Mortal Kombat I
was THE biggest game of 1994, A sequel to the
dull Midway original, MKIl featured more char-
octers, more moves, and more detailed sprites
and backdrops than before. The basic one-on-
one scrap within a time-limit remained, but
everything else was far removed. MKII also
boasted an enlarged variety of Fatalities (the
only interesting point of the original) with which
to torment your foes. Similarly, if violent gore
isn‘t your thing, the game also featured
Babalities and Friendship moves which reduced
your victim fo a toddler or offered a peace offer-
ing. But you knew that didn’t you? Can | go
nowe

¥ Little does Jax know, but there's a turd in it

BARAKA WINS
FRIENDSH)F

5.,1“

r:‘ AFTER SHANG TIUNG'S

HIS REAL MAME 15 MAJ. | - TOURNAMENT, THE i | HE® BEAUTY WIDES WER
JACKSOM Brices, Leaser | | YOL D00 maeriaL aets surcestar R TRUE ROLE AS PERSONAL
OF A TOF U.3. SPECIAL ' | DISAPPEARS. WE FOLLOWS ; ASSASSIN FOR SHAD KAHN.
FORCES UNIT. AFTER — !g Liu KANE INTS THE | SEEN TALKING TO AN

& w N &

S Fiow LT, Eons £ ourvonco. AR R
PLAGE, JAX EMBARKS ON _ THERE HE WILL COMPETE = HER MOTIVES HAVE

| "/-"_-‘.ﬂ 4
A RESCUE HISSION. ONE IN A TWISTED TOURNA- | ﬁ, COME UNDER SUSPICION
-—

THAT LEAGS WIN INTO A L' =7 MENT UWICH HOLOS THE L1 Y HER TWIN SISTER
| BHASTLY WORLD WHERE HE BALANCE OF FARTH'S MILEFNA. BUT OMLY KITANA
| BELIEVES THAT SONYA JOMANY CAEE | gxisTencE- AS WELL A3 A KITANA KNOWS HER OWN TRUE

IS FTILL ALIVE. SCRIFT FOR ANBTHER " INTENTIONS.
BLOCKBUSTER MOVIE.

e b . b




SHEME 151N MEWD FLAM IS T0 1 LIRFE HIS FNEMIES
TO COMPETE IR THE DUTWIRLD WHERE THEY WILL
FEET CEHTN DERTH BY S KN HIiFSE L F .

F TG FHECLITHON PR S Fl s oMn 7o
APFARTHT IEATH OF GIVRD, TSIING COMUTHE T <
CHRD KAHM TO GRAAT WM 0 SF T 0ND CHNET .

PUSH STRART

JEx
MILEENA WINS

FRIENDOSHIP

&
M

__PUSH STRRT
W HER®

——ll i,

EURG LAD

A FORMER SHADLIN HONK i

ARD MEMPER OF THF WHITE |

LOTUE FOCIETV. HE IS i

THE LAST PESCEMDANT OF |

THE O AT KUNC LAD WHD |
WAZ aEFFATEFD Y SORD
$00 YEARS AGO. REALIZING |
THE DANCER OF THE
PUTWORLD MEMNACE WE

J' JOINE LIU KANE IN
ENTERING SHAD KAHN"S

COMTEST.

Lid WwAME

AFTER WINNING THE
SHAOLIN TOUEHARNENT
FROM SHAME TEUNG'S
CLUTCHES KANC RETURNS
TO HIF TEMPLEEF. HE
DISCOVERS HIF JACRED
HOME IN RUINE, HIZ
SHADLIN @ROTHERS KILLED

0 IN A VICIOUS BATTLE WITH

A HORDE OF OUTWORLD
WARRIDRS . MOW HE
TRAVELS INTO THE DRAAK
REALM TO SEfk REVENGE.

Kombat 11
on the
Megadrive
was a stu-
pendous
game, real-
ly taking
the machine
into areas
where it
should not
be able to go. But some of
our more petulant readers
rang in with complaints
obout the most minor
ommisions and details. Well
this 32X version is especial-
ly for you, with love, from
Acclaim. The graphics are
as crisp as any home TV can
give justice to, with a fluidi-
ty of animation that was
slightly lacking from the
16bit version. The sound is
also much clearer, and the
added groans and speech
go someway to adding
atmeosphere. | am a little
disappointed that some of
the more exciting enhance-
ments rumoured for the
conversion, Animalities
among them, have not
appeared. But this is still
great, and if you missed out
on MKII to get a 32X at
crimbo, this is your chance
to moke amends.

-F SERVING A3 AM ASZRISIN

FILEENA

ALOAE WITH HER TWIN
SISTER KITAHMA, HILEENMA'S
OAZZLING AFPPEARANCE
CONCEALS HER HIDEDUS
INTENTIONSE. AT SHAP
KAHN"S REQUEST SHE IS
AFKERP TO WATEH FOR HER
TUIN'S SUSPECTED
DIFSENZION, SHE MUET
FUT A ETOP TO IT AT
ANY COST.
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—— 32X REVIEW

JUGGLE COMBOS
GALORE!

The most obvious addition and keeping this conver-
sion extremely close to the coin-op are the 'Juggle
Combos.’ Fans of the coin-op were no doubt rather
miffed when they realised the Megadrive game
didn't allow them to piece together a series of
moves to wipe out their opponents. Each character
is capable of a variety of differing combos which
can remove up to two-thirds of your foe's energy —
our fave being Rayden’s jump/Torpedo combo
which is effected by standing as close as possible,
hitting them so they fly into the air, before puling
off one torpedo move, followed by another which
hits them as they start to fall again!

MY, HOW
YOU'VE GROWN

We've written so much about MKIl in the past
that we're starting to run out of ways to enthuse
about it. As such, we thought we'd let its
improved graphics speak for themselves. Shown
here are a number of 32X shots set next to simi-

say that my
first impres-
sions of 32X
MK
weren't that
favourable.
There was |
expecting
= an arcade-
STEVE perfect con-
version with
towering sprites and crys-
tal-clear speech, and what
appeared was something
that didn’t look that differ-
ent from the Megadrive
game. Thankfully, the dis-
appointment didn’t last
long, as it is only when you
hold the 16bit game next to
the 32X conversion that the
differences become appar-
ent — a testament to the
closeness of the original! In
terms of graphics, the
sprites are larger, more
colours have been used and
the backdrops boast more
detail; whilst sound is clear- y E: pi}i_":-%.'.;m' el DErpI:f-J-:rrs
er with crisp samples and , X _ : ™ & :
music. The gameplay is J Ve T e ' =
identical to that of the ;i e % b
Megadrive version in terms
of content and, whilst not as
fast as the Super NES ver-
sion, is a little pacier than
the 16bit game. In sum-
ming up, 32X Mortal
Kombat Il is as good a con-
version as could have been
expected, The differences
may not be massive, but
they do make for a
smoother game and with
playability a little faster
than that of the Megadrive
game this is a conversion
improved in all respects. It
ain’t arcade perfect, but it's
the best you're likely to get,
and 32X owners needed o
decent game after the
recent drought. That being
the case, Acclaim and Probe
have certainly come up
trumps with this.

EAYDEN

WATCHING EVENTS UNFOLD
FROM HIGH ABOVE. THE
THUNDER CO0 RFALIZES
THE CRIN INTERTIONS OF
SHAD KAHN. AFTER
VARHING THE RFMAINING
HENRERS DOF THE
SHADLIN TOURNAMENT,

RAYDEN SDON DISAPPEARS.

HE IF PELIEVED TO HAVE
VERTURED INTD THE
QUTWORLD ALONE.
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SCORPION

THE HELL=-FPAUNED
SPECTER RISES FRON THE

| PITS. AFTIR LEARNING

OF SUB=ZFRO'S RETURN.
HE ACAIN STALKS THE
NiNJA AZFIAISIN-
FOLLOWING HIM INTO
THE CARK REALM OF
THE BUTWORLD WHERE
HE CONTINUESF HIF OwnN
UNHOLY MIFIION.

SUuB-ZERD

THOUEHT TO HAVE BEEN
KILLFD W THE SHAOLIN
TOURRAMENT, Sud=IFrD
MYSTERIOUFLY RETURNE.
IT I BFLIEVED WE
TRAVELLED INTD THE
SUuTWORLD TO AGAIN
ATTERFT TO
AFSASSINATE SHAME
TSUNE. TO DO 50 WE
HUST FISHT HIS UAY
THROUSH SHAD KAHN S
TOURNAMENT.




lar Megadrive ones. See, there's quite a lot of
difference: each character's name has got o new
tint, for example. You'll also notice that the
fighters are considerably taller this time round,
and are nearly a third taller than they used to
be, whilst the backdrops feature more detail —
with more animation used to replace small
touches from the arcade game, including o fleet
of flying monks next to the entry portal.

AFTER LOSING CONTROL
OF THE SWHAOLIN
TOURNAMENT, TSUNE FRO-
MISFSE HIF RULFR SHAD |
| KAHN TO SHAPE EVENTS

THAT WILL LURE THE
EARTH WARRIORS TD
COMPETE 1IN HIZ DWN

B L - L . CONTEST. CONVINCED OF

SHANC TSUNE THIZ PLAN, THAD WKAWN

. : - RESTORES TIUNE™S YOUTH
AND ALLOWS HIR TO LWE.

]
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A% SHANG TEUNEG'S

. PERIONAL FPROTECTOR

THE ELUSIVE REFTILE
LURKS IN THE FHAPOWS
FTOPPING ALL THOSE
WHE WOULD pP HIF
HASTER HARM. HIF HUMAN
FORM I3 PELIEVER TO
DISCWISE A HORRID
REPTILIAN CREATURE
WHOSE RACE WAS
THOUGHT EXTINCT
HILLIONS OF YEARS ACO.

I'd like
to see The
Shamen
move that
bloody

mountain’

GRAPHICS

Large sprites
whith make the
most of the 32X's

enlorged palette.

Every aspedt has
been tinkered with, from the
backdrogs to the inlra.

The samples
have been replaced
and are much

clearer. The intro

tunes and elfects
are shronger, 1oo.

PLAYABILITY

Faster than the
Megodrive game
ond more playable

for it
Not as fast as
the Super NES gome.

LASTABILITY

All the options
have remained the
some, o there ore

fiwe difficulty levels

and other ways lo
make things tougher. A new ver-
sion of the cheat's in there, loo!

VEM

T best 32X beat
‘em up lo date —
although that's not

hard!

Only get it if you
on sell your Megadrive version
first.

OVERALL

Better in all respects, and the
best conversion 32X owners
could hope for. Bigger, harder
ond kicks backsides in every
department.
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Adidamz Fau

"It's an Addams!". Ocean are rejoicing at their imminent Megadrive arrival, Addams Family

Values, which has gone through a long, and sometimes difficult,
labour. Gus checks out their new baby for any distinguishing marks.

It's been a year since the cinematic
release of Addams Family Values,
which MEAN MACHINES saw at o
special preview screening courtesy
of Acclaim. They helpfully provided
conversions of Ocean’s previous
Addams Family game for the
Megadrive and Game Gear, both
of which turned out to be work-
manlike, if uninspired platform
games notable for their graphics
and large playing area.

Now Ocean have taken it upon
themselves to see the game to the
sequel through to the shelves, part
of their industrious entry into the
Sego market which began with Mr
Mutz at Xmas and the clutch of
previews you'll find in this month's
special supplement.

As much the home to the plat-
form game as Wimpy is to the
sesame seed bun, Ocean have
decided to make a departure from
their familiar genre and have
constructed a birrova an adventure
to tie-in with the second movie.
Keen players of games like
Landstalker and Soleil, and those

lucky enough to have experienced Zelda
on the Super NES and Game Boy will instantly
recognise the object and puzzle related gomeplay.

The programmers have attempted a religious
conversion of Addams Family Values on the Super
NES, with an identical game design and near-iden-
tical graphics. This has set inevitable programming
challenges for Megadrive coders who are not pro-
vided with some of the custom graphics facilities
found in the Super Nintendo's hardware. It doesn’t
seem to have been much of a problem, with the
conversion looking as smooth as a Heineken Export
ad ot present, in the visual sense at least.

With many of the graphics designed and in
place, the main work now is to piece together a

huge playing area, and
to redefine the gome-
play for the average
Sega owner. But the
project is advanced
enough for MEAM
MACHINES to file this
report, in advance of a
full review within the
next few months. But
whatever you may read
— don't try this at
home.

‘M‘f A
PROJECT

PUBLISHER
INITIATED
RELEASE
FORMAT

~ DEVELOPERS




LORD OF
ALL YOU SURVEY

Eleven different graphic ‘zones’ make up the
gome, all of them viewed from an overhead
plan perspective. To keep the game looking
varied, the programmers have taken an imag-
inative view of just how eclectic the Addams
Family estate would be. You'll find yourself
walking from swampland to snowswept ice-
fields; mountainous zones and English country
gardens. As you'd expect, much of them game
is spent in morgues and dungeons (though the
appeal of a casualty dept. level was resisted).
The production screenshots, show how easy it
is to construct the londscapes from basic
building blocks, with special features drawn
specially. One obstacle for the machine is the
mist and other transparent effects seen on the
Super NES. Mew techniques have created a lot
of effective imitations of these for the
Megadrive, and it’'s likely they’ll be included in
some revised form.

NERYS HUGHES'
WORST NIGHTMARE

The plot of the game incorporates many of the
elements of the film. Okay, not anything like
all, but the film was essentially a collection of
comedy set-pieces set over a lot of locations.
At the heart of it is the new addition to the
family, Gomez and Morticia’s darling baby
Pubert. They hire a nanny for the little bundle
of joy, the seemingly sweet Debbie Jellinksy,
who soon turns out to be the hired help from
Hell. Warped Debbie kidnaps the baby, leav-
ing a ransem demand for half the Addams’
estate. Undeterred, the family go.in search of
the child, hidden away in their expansive
mansion. During the gome, you take direct
control of Uncle Fester, but the game is
designed for you to interact with the whole
Addams clan. In fact, meeting the other
Addams and using their skills is essential to
getting through the game. Some of them will
require items found in remote parts of the
game map, which effectively
means a lot of the gameplay is
fetch-and-carry from location to
location.

BATTERY BACK-UP

Creating a pure adventure would be dull, so Addams Family Values has been
designed as an orcade/puzzle mixture. The mechanism they've found to add some
shoot ‘'em up action is Fester's well-known love of electricity. It's come out of the
laboratory and now takes the form of a zapper. There's plenty of nasty characters
(Debbie's fiends) to ward off, which become more vicious as the game progresses.
The zapper may be enhanced by finding further higher-powered batteries. Other
weapons are avaoilable, but finding these is a matter of experimentation. In addition.
lightbulbs draw from the zapper's power to create a ring of light in certain pitch-
black areas of the playfield.




¥ Large ‘plat-
ters” of back-

NERYS HUGHES' WORST | i,
NIGHTMARE S

screen,

The plot of the game incorporates many of the elements of the
film. Okay, not anything like all, but the film was essentially a
collection of comedy set-pieces set over a lot of locations. At the
heart of it is the new addition to the family, Gomez and
Morticia’s darling baby Pubert. They hire a nanny for the little
bundle of joy, the seemingly sweet Debbie Jellinksy, who soon
turns out to be the hired help from Hell. Warped Debbie kidnaps
the baby, leaving a ransom demand for half the Addams’. estate.
Undeterred, the family go in search of the child, hidden away in
their expansive mansion. During the game, you take direct con-
trol of Uncle Fester, but the game is designed for you to interact
with the whole Addams clan. In fact, meeting the other Addams
and using their skills is essential to getting through the game.
Some of them will require items found in remote parts of the
gome map, which effectively means a lot of the gameplay is
fetch-and-carry from location to location.

= A “

IT'S A JUNGLE

The biggest task in o game of this type is piecing together o
solution that is not too linear, but not too confusing. The pro-
grammers were faced with giving Fester real choices, but the
game has to be flexible enough to take account of these. It's is
possible to make mistakes unwittingly, by taking the wrong
advice or giving objects to the wrong people. You may not even
be aware of it, but it makes the game tougher later on. Ocean
have been sneaky by adding all sorts of characters to converse
with Fester. Some of them are helpful, many misleading and
more who are a bit off both. Generally you can rely on Gomez,
Morticio, Wednesday and Puggsy to be of assistance. Things get
a lot tougher later on, with less prompting, and solutions which
ore further away from their matching problems. Certainly the
Megadrive conversion has been helped with a pre-designed
gome map and plot. The hardest graft for the gome was done
by that poor Super Mintendo team. Cheers, lads!
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games died down, before it goes and

blinkin” well starts up again. Not that we're
complaining, mind, because this time the culprit
is none other the Crown Prince of Basketball
Games, the High Priest of Boom Shakalaka, the
Dunkin’ Daddio of the Downtown Dribblers. It's
NBA Jam, folks! Only this time, it's strutting its
stuff under the mysterious moniker of
Tournament Edition. It can only mean one
thing - in time-honoured tradition
they've gone and updated the
thing.

Yeh, yeh, we know what you're
thinking. You've seen these updated
game shenanigans before. John
Madden Football, FIFA Soccer, NHL
Hockey, even Pele 2 was rumoured to
have surfaced (although we don't like
to mention that one for fear of con-
tracting the pox). Well, don't go casting ’
any judgements on NBA Jam:
Tournament Edition, because this one
promises to be more than just another
run-of-the-mill console sequel. This is
actually a conversion of the four-player
Tournament Edition coin-op. Oh yes.

Bm‘tl‘r has the frenzy of Megadrive basketball

SUBSTITUTION TONIGHT'S MATCH-UP

T N

PRESS STRRT TO SELECT ‘;}
- L S

TP I - ——
=

"{T’___ﬂ ey

COACHING TIPS

Clocking in at 24MEG (the original NBA Jam was only 16MEG),
Tournament Edition has certainly put its extra memory to good
use. As you'd expect from an updated sports game, the teams
have been revised. What's more, each team now has between
three and five team members, all wit individual stats for power,
blocks, steals, clutch and passing. These players can be
changed around throughout the game and a good thing too,
because now they all suffer from ‘vigour depletion’. This basi-
cally means that the more each player gets tackled and
knocked over, the more injuries they sustain and the weaker
their stats get. If a player gets too badly bashed around, they
end up almost useless.



A “Boom Shakala!”

“Don't you mean Boom Shakalaka?"

Adding to the frenzied on-court action of NBA Jam:
Tournament Edition are the all-new Hot Spots. Should
one of your players pass over one of these sections of the
court, just hit the shoot button to send them flying
through the air before performing a super-dunk! This
isn’t as easy as it sounds, though, as the Hot Spots tend
to move around in a somewhat random fashion. Worst
still, in the coin-op they were completely invisible!
Fortunately, you can make them visible — turning them
into stars — in the Megadrive version. Phew.

/_'r-;m T T - CRERTER

“ No, I read Sega Power's crap stickers.”

A “Ney buddy, did you drop a beige loxenge with a big let-

ter B on it?"

There's far more to this sequel than just
updated teams. In fact, there's far more to the
Megadrive conversion of Tournament Edition
than there was to the actual coin-op — the
Juice Mode for instance. Remember how this
was only a cheat in the home versions of the
original NBA Jam?2 Well now it's a fully-blown
option. What's more, it's got four speed set-
tings allowing you to race around the court at
anything from a nifty trot to a full-blown gal-

wfzert :4!:'1&




whvag

Perhaps the neatest touches of the original NBA Jam were the
many hidden characters to found in the game. Well, we laugh
in the face of those hidden characters. 1" we say to them.
Because Tournament Edition has a staggering 33 hidden char-
acters. Who or what are they? Who knows? We do, actualy,
mw»wmmmmmm‘aﬁdﬂ

MNow here’s an all-new feature you
don't tend to see in sports sequels -
power-ups! Just run over any of the

ring flashing icons
on the court and your chosen player
can be endowed with all-manner of
supernatural powers. Anything from
an instant *Dn-F‘n . super tackling
abilities or even a courtquake, that
topples your opponents. As they say
in other stupid magazines - Boom
Shakala!
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LOGIC 3 GAME GEAR DELUSE PROTECTOR CARAY CASE 11,08 MEEADAVE ”'ﬁl‘:l ‘.1 E)Iill"q"’%""t”" R0 CUDDLY TOYS
LOGIC 3 AECHARGABLE BATTERY PACK (MASNS ADAFTORA RECURED 14.08 - SONIC THE HEDGEHOG [3500 TALL
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hristmas was cancelled at Vivid Image, the program-
ming sweatshop behind Ubi Soft’s first Megadrive
release, Street Racer. Well, not quite, as supremo
Mev Dinc allowed the project’s coders to nip off for
the odd orange juice with their families, but work
on the prestige project has continued unabated from our
exclusive Work in
Progress two months
ago.

Since then, so much
work has been done of
the gome, that Ubi Soft
thought we might want
to have some more
exclusive pictures for
the preview, as the L s 1
game is nearing com-  |EEES——"——g e S
pletion to meet its o
March deadline. The
basic go-karting action remains true to the
earlier version and that of the SNES game,
which is a relief, as we've been waiting for
a Mario Kart beater for the last two years.
The biggest change has come in the pre-
sentation of the tracks, and the detail of the
graphics.

With the first version, Vivid Image had
achieved remarkable amounts of details on
the tracks, the normal blank racing surfaces
of games from Nigel Mansell's to Monaco
GP updated with textured backgrounds and
parallax scrolling. However, the discovery of
a new method of graphics manipulation,
perfected over the aforementioned festive
season hos reaped remarkoble owards. The
screenshots set before you, represent o
Street Rocer travelling ot the same speed and
smoothness as before, but with tons more
detail. Programmer Stefan Majoram admit-
ted to being a bit embarrassed with horizon-
tal stripes used before on the roadside, as
they are a poor driving game cliche. They
have gone in favour of detailed textures that
use up to B4 colours, far in excess of the : R ;
expected 64 colour limit the Megadrive - T R N TET fikoo. 3
imposes on mere mortal programmers. ' :
Mearly all the other objectives have been oo o~ o _—

reached. The game now plays in the split- L I Ve ) -
screen four-ployer mode, and it has been - Y N e e T e /’-rﬁb
possible to incorporate the playback feature . e . _ b e «

that reruns the entire race, with all four play- =] i = 4 ' /’

ers in charge of their own personal playback, S S FINI B e o r&_ :
from any car and two camera angles, a fea- & iy S @ ' o it i )
ture still to be added to the soccer sub-game. §
Ten special starts have been incorporated as
have the bonus points, which are awarded
for exceptional play — fastest laps, most
combatitive player etc.

D — e e N P N
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TBA

PLATFORM

Forgﬂi the Power Rangers (please kids, dol). There is only one team of bendable action fig-
ures (shouldn't that be 'band of crime-fighting super heros'2) and they're the X-Men. Sega
were quick to realise the potential of the Marvel comic heros with a tasty but not quite up to
the mark platformer of a couple of years back. Since then, Acclaim aomongst others have
picked up on mutant appeal with a X-Men adventure guest-starring Spiderman, and a dedi-
cated Wolverine game, that scored highly in our pre-Christmas issue.

But to the substance of X-Men 2, which, on initial inspection, looks much like the first game:
a four-way serolling platform beat ‘em up. However, keeping to the unpredictable and ever-
changing nature of the comic series, the names and faces have changed from the first game.
The core characters of Wolverine and Gambit are retained, but a wider selection of Xavier's
team and a more expansive repertoire of their individual moves have been incorporated, one
example being a much more effective ruby laser for Cyclops. You'll find the massive
Colossus, Polaris and Magneto included as player characters, plus the amazing Beast, who
was one of the original Marvel X-Men way back when, oh, your granny still had her own
teeth.

Created from a whole new game engine, X-Men 2 boasts loads more levels than the original
larger layouts and graphics of infinitely better quality. The player sprites are particularly M F 5
impressive in design and animation. Several nifty special effects have been used, including a m '
blinding blizzard on the very first level. e "i
With the final inducement of a two-player option, X-Men 2 is not merely a sequel in the con- LRy
ventional sense, but o new game in the same mode as the original. If this report catches your I !
fancy, watch out for an imminent review.

Wiih comic book superheroes literally queuing
up to debut on consoles, Spidey can only be ’
described as an old pro when it comes to this game.
Lately, however, the web-slinging hero has been
undergoing something of a facelift & la Batman:
The Animated Series. In preparation for his all-new
animated antics, the new-look Spiderman has been
scooped up for the Megadrive in the ultimate battle
of the Marvel super stars.

In the forthcoming console appearance, courtesy
of Acclaim, Spiderman is coaxed from semi-retire-
ment to deal with a mass breakout of super villains
from the high security installation, the Vault.
Charged with the responsibility of returning the
crazed miscreants back behind bars, our hero “ ! i
must swing his way through the lairs of The [ . I DI

Goblin, Dr Dcmpvus, and Lizard, to name /,f ,,,f;

but a few, battling cohorts to the final

I confrontation with his mighty arch-rival, 3
Venom, : : ! "
-
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Spidey’s web jets have served him well over the years. Many's been the time when, cornered by baddies
baying for his blood, a quick flick of the wrist has whisked him to safety. But times change and weaopons
become obsolete. That's not to say that Spidey turning in his web shooters! Au contraire, he is merely
adding to his firepower by packing a Fantastic Four call-out grenade! Once activated, Mr Fantastic, The

Invisible Woman, The Human Torch, and the Thing, all jump into action to remove urﬁr enemies fool-
hardy enough to stand in their way.
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acre Bleu! Is the arrivé of yet another

Asterix title part of a Froggie video games
invasion plan® First Infogrames pop up with
Dutch faves the Smurfs, now this. Maybe
that Channel Tunnel wasn't such a good
idea after all. Actually, the Asterix concept is
the work of some Belgians, but they've been
sucking up to the French for years anyway.
In any case, it's a platform game, d'accord?
Starring the resolutely moustachioed hero of
Gaul, defying the might of the Roman Empire, L
Asterix: Power of the Gods is a jaunt through the ter- §
ritories of the popular graphic novels, from humble
peasant settlements to the fortresses of the Empire and
even the Emperor's seat of power in the Capitol
Along the way, Asterix, accompanied by his fat mate Obelix, knock seven bells out of copious
legions of sandalled troops with the aid of Getafix's magic potion. There are masses of colourful
locations to explore, lending the game visual interest at the moment — much of the gameplay is
at an early stage of development, so it's impossible to guess how Asterix is going to rate
Asterix is planned for an early Spring release here, and although not Sega’s highest profile
release of 1995, it should find favour with dedicated fans of the Gollancz books. As the continen- B
tal coding team work towards completing on the project we're preparing for @ review soon.

RELEASE MAY e
I | X2
PLAYERsS| | BY SEGA
e s
1 6 PRICE £34.99
MEG
GAME TYPE SPORT

PERCENT COMPLETE R

ST T 1 1)

L

chase double-acts of cartoon history: Daffy and Elmer (dresses up as ani-

mal to avoid being shot); Tom and Jerry (Jerry stuffs Tom's tail into electric
socket for potentially fatal charge); Penelope Pitstop and Hooded Claw (lipstick
or powder compact comes in handy) Bugs and Elmer (again) (gun poked down
rabbit hole bends round to emerge at Eimer's bum).
But none — not one — of these comes close to the predictably unexpected
machinations of o Road Runner cartoon plot. It begins the same every fime:
chase scene. Action freezes on characters and zany Latin names are labelled on
the protagonists. Then follows 5-10 minutes of the carefully wrought plans of
Wily Coyote going awry, and all at hideous expense with all that outlay on ACME
equipment.
But the comic potential is endless, and Sega are hoping to milk the cartoon classic in
a light-hearted platform game, featuring the characters and familiar locations of the
Arizona desert. Playing the part of Wily Coyote, your aim is to explore the surround-
ing landscape AND nab the Road Runner whenever you can. To our surprise it is pos- |
sible to achieve the impossible and actually get the bugger, but sadly there’s no
explicit violence when you do — only a welcome extension to your time bonus.
Hopefully Sega can be persuaded to add some unmentionables before the game
comes before us for review, very probably in the next issue.

Lnl’s pouse, as we often do in the preview section, to consider the great
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GET YOUR
SKATES ON

_# In the course of Road Runner, you'll
find yourself in possession of many of
ACME's finest boxed products, which
are put to use in your endless pursuit
| of that bird. Rocket skates, spring
: . S| shoes, catapults and cannons are

1——-—-=-—--+~»--—------n-—-1~——--=---" R dotted around the land-
> e O Y ser Bl CAL | scape. Speaking of which,

' note the cheeky graphical
rip-off of the town level
Y from Virgin's Aladdin game.
Programmers with a sense of
humour, eh?
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The tennis season may be short-lived in this country, but the releasing-tennis-
games season now seems to run throughout the year. The latest to join the
rankings is Sega’s ATP Tour, an American-based tournament of the Royal

game, appearing in the period when Barley Water sales are at an annual low.
Adding the adjective ‘all-new’ would not be strictly accurate, as Sega admit the
game is an update of their previous Wimbledon tennis game of almest twe
years vintage.

But, they hasten to add, it does contain loads of new features. ATP Tennis has
been designed in the light of the stats craze that obsesses most sports game
buyers in the States. It's just not patriotic to buy a game which doesn't list every
imaginable performance detail of the entire professional circuit for a sport.

For ATP tennis this means details on all the areas of play, from general abilities
of speed and accuracy, to breakdowns of certain shot styles. Authenticity is also
a key feature, with all the real tournaments of the American tennis circuit
included.

There's a mind-blowing selection of players, all with digitised pics, and a clever
feature allowing you to mix famous veterans with modern stars in your doubles
selection. The gome itself plays at a reasonable pace, and the emphasis is on
a simple and responsive control system.

ATP Tennis is not short of competitors in the field, unlike Wimbledon Tennis,
which was pretty much Hobson's choice when it first came out. The upcoming

MEAN MACHINES review will reflect that, in the light of Pete Sampras, Davis
Cup Tennis et al.
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Claire, that's o boring pic.
PERCENT COMPLETE

.

s o B _
he American equivalent of British > i———'—-—:-—-
| strikers, the Quarterback is the lynch- S ELECT CHRLLENGE TRLECS S TRRY ot ‘,.-—!" . =
pin of an American Football team. ae RULES EUEMNT CEHELLFSGF e ¢ -
Expert runner and mursh‘nlon—lilte FRD €ib SF ECT OB TR B o =
thrower, the Quarterback is entrusted P ' e A -
with the job of throwing the ball to the ; ""-‘\ T R -
Wide Receilvers way up in.fhe opposi- AT = “ 5 ‘:;h -
tion’s end in hope of scoring a touch- T——— HUMRER e Q —
down. In recognition of the -~ o . -
Quarterbock’s role, and in an attempt to | BRISTER THIN TONE " .
make a clean break from the standard CURREINCHAM e -
Madden offairs, Acclaim have developed ELMNA Y NME :'
the most extensive football game to ES I1ASON [ YWESTIWNE !:‘.g,!.sn - t_____.
date. With no less than three play i MAMD PFLAYE 1 w < -
. . EUERETT £
options, does this bode well for the run- -
Bl LD B ; FRURE - -
of-the-mill sports sims? Find out in our TUSTOM SIETOREQR o e
tull review coming soon: -
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. ";& U IR e " e T R Not one, but three features are included in
' A o o da *' . the package designed to hone your skills as
w _‘i’ Vol ; o o console quarterback. Through the train-

i S N H B c ing, actual matchplay, and on to the do-or-
gor. 2 BauTOAR VT FRTT Laou 4, 1 7 RS die closing minutes situations, success lies
FUSRE"ELFULLR " RE PRMIE-T SPo in your hands. Let's take o peak ot the dif-
O 05:36 1°Lne 10 on i 35+ 3B | ferent disciplines

 bird s g “"“‘;‘” QUARTERBACK CHALLENGE
~ In the Challenge it's back to school. After
Em:"“ 1 selecting your player, you can practise your
Y v UW‘E’? ']I[ |]T‘ skills in Accurocy, Distance, Speed and
{ 11 Mobility, Read and Recognition. All of these
; i events require precise targeting of the
throw bar.

SIMULATION

A completely novel concept, the Simulation
puts you in control of up te 30 crunch situ-

ations. You know the situation, it's the clos-
ing seconds of the game — the decision is

e

to which play you go for. Taken from both
= - S i - past and future(2), there is only one correct
e ! o e solution to saving your team from relega-
. o tion.
B ' . S PLAY NFL
A e s _Lh+_ A A B Having mastered the playing skills at
S —— - S E—————  school, you're going to want to put them
; T N L S e info practise. The Play NFL option allows
P ; : st -~ 4 — e you play the game proper with all of its
Looks quite smart, doesn’t it? options, teams, and seasons.
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It turned out to be a bit of a pink Christmas.
Fuelled by provocative ‘Ooo-er missus’ billboard
ads, and a bit of press controversy, Virgin's z
Earthworm Jim put on a good show in the software
charts. Credit where credit's due, of course, the
game itself was excellent, and nary in need of
improvement you might think. Dave Perry’s Shiny
Entertainment mob beg to differ, and have pro-
duced an enhanced ‘Special Edition’ of the game
exclusively for Mega-CD owners.

For those of you who ‘have just joined the show’
Earthworm Jim is a spiffing platform adventure,
featuring the battles of a space-suited garden
creepy crawly agoinst a demented pathological
carrion bird called Psy-crow. The gritty challenge
posed by some fiendish level layouts is offset by the
humour and virtuoso programming throughout

The Special Edition is not a vast departure from the B
original, and should appeal
most to those who missed
it first time around. An all-
new CD soundtrack and
opening sequence
have replaced those
of the cart version,
plus new hi-res /
loading screens (to g\,
accompany the @i
dubious ‘enhance-
ment’ of loading sepa-
rate stages).

There's some more meat to the
game, too. Some levels have been augemented
with new areas, new hidden zones, and a whole
new area has been tagged onto the end of the
game, with distinctive puzzle gameplay of its own.
You lure a variety of worm-hungry creatures
through a set of mechanical contraptions. The
new graphics and animation match the high

5 standards set by the rest of game.

! Shiny have also taken the CD version as a
chance to tweak the gameplay and character con-
trol, hoping to make this the most playable format
of the game so far. If that's the case, it's going to
be pretty sensational to top the 94% rating as
awarded to the cart game. Catch the next
MEAN MACHINES and find out.
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GIVERITAYOURSBESTHSHOT!
0891 241 261

Call cost 39 P. per Min. (cheap) 49 P. (other times) max. possible cost: £3.68.
Please get permission from the person playing the bill.
Competition runs December 28th to May 3rd.

EXC| I EMEN I PLEASE SEND STAMPED
——- DIRECT 0242 516116
— -}

MEGADRIVE SOFTWARE PAGEMASTER 3675 VAT, FLACTING W
AN ANIACS 2.8 POA TOUR 3 34 W N LR s
AL DD SHOT 378 Piba|E 35.75 WOLVERINE .75
BOOGERMAN 41,78 PITEALL WMAYAN ADVENTURE 40 'F WINE R 4275
BRUTAL e POWERDAIVE ar WNWF WRESTLERLAKLE 3.5
QLB E AND SCUEAK TS POWER RANGERS 12 i". Y[l BEAR k.8
CAMNON FOOOERA .75 PROBOTECTOR 25084
DIND Dit'S SOCCER r : 19 E I
wprly i u.n I'l.-'IEG._ﬂLDHWE 32X ANCTHER WORLD 2 38
OYSAMITE HEADDY WY "4 AT € BL BACERS ]
EARTHORA Jil &0 B BATTLECORPS" 1 85
ECOO TvE DOLPHIN 2 L CADILLACSE & DNNDSALRS a1
EX-MUTANTS 1375 CHLICK ROCK 1875
EIFa 55 e DAAGIRS. LA ]
FIRE SHARK T ] CUINE ]
HARDEALL 4 1088 ECCO 2 M
JELLY BOY 3.7 EYE OF THE BEHOLDES W75
JEWEL MASTER 1478 FORLLLA 1 RACNG M5
JORDAN ADVENTURE AT e LETHAL ENFORCERS 2 ]
JURASSEC PARK - RAMPADE .75 LIKE GOLF WS
EAWASAK| SLPERBMES X3 TE WEGA FalE R
SICK OFF 3 - ELIROPE CHALL 58 T8 WECEE YRUANLA ]
KifG OF THE WOMSTERS 1278 PEYTHD PINBALL 3.TH B, AN B
LAWKMCIWE R AN TS RADICAL REX 1 7E NOADL MOV ETOE s
LEMMINGS 2 WS RED ZOME 36,78 REREL ASSMLT (STAR WARS) &1
LETHAL ENFORCERS TS RISE OF THE ROBOTS 4395 RISE OF THE ROBOTS BT
LETHAL ENFORCERS 2 M TE BOAD AASH 7 1875 ST I R i
O KING L BOAD BASH 3 3585 SOUL STAR %5
MADDEN ML 958 E BOCH™ ROLL FACING 35 05 STAR BLADE %15
MAZIN WARS 1478 RLUGEY WORLD CUP 95 W 7S TAR WAAE CHESS
MEGA BORBLEFIMAN TS SECOMD SAMURAI 32 78 ?MA- Ml’.h[":'-'b -
MEGA TURRICAN T SHAD FU .76 VG CONBARMDERT e
MBCHE YREAMLA 0 S INING FORCE 2 T NORLD CUP GOLF
MICAD MACHNES 2 T SOLEL 3675 2 g .
MBGHTY MAX X SOMIC & KNUCHLES 3875 GAME GEAR SOSTWARE
M P T SPWLANETER 33 FE BUBSY 2 3
MO TAL KORARAT 18 4 SYNROICATE HE G5 FiFA, BITEFPATICPRY Al .Y
MOE TR KCRARAT 7 A7 45 TINY TOOMS ALLSTARS 33 75 LENARAMNGS 2 b
MP MUTZ .7 TROY AIKMAN 33,75 POAVERDFIVE 15,
NEA LIVE ‘08 8.7 UABAN STHECE TR RISE OF THE ROBOTS S
NFL DUARTERBACK CLLE @5 38,75 UNMECESSARY ROUGHN, 08 107 STARGATE ey
NIGEL MANSELL INDY CAR 41,75 VIFTLIAL PINBALL 7 VA 5

WE HAVE A LARGE RANGE OF OTHER GAMES, HARDWARE AND ACCESSORIES AT GREATLY DISCOUNTED
PRICES FOR MEGADRIVE, MEGA CO, MASTER SYSTEM, GAME GEAR, SUPER NES , NES & GAMEBOY

------------------------- D )

SEND TO: MAME
EXCITEMENT DIRECT (MM2) -
|P.O. BOX 26, CARTERTON,
OXON OX16 4UL

ALL PRICES INCLUDE U.K. POSTAGE
£2 EUROPE £3 OVERSEAS

FOS TLO0E

TEL EPHONIE

TEM | encioie i cheque® D). mads payable b
EXCITEMENT DIRECT
Plaase allow suSicient lime for chigues 1o
i

Al tema are subject to svadabily
Prices may chargs without pros rolificatn.

o MEGADRIVE AND MEGA-CD GAMES 0
£5 EACH FOR 2 WEEKS
JOIN OUR CLUB AND PLAY
ALL THE TOP GAMES
TELEPHONE OR WRITE FOR YOUR
MEMBERSHIP FORM & GAMES LIST

o CD LIBRARY CLUB |~

26 MANOR HOUSE LANE
YARDLEY
BIRMINGHAM
B26 1PG

= -
o 1 742 9325 kb o

TO ADVERTISE IN

MEAN MACHINES

| CONTACT

HOLLY EADIE
ON

071 713 5289

CHEATS = TIPS * CHEATS * TIPS * CHEATS

New Management, All Lines Updated Weekly

0891-318-400 INFORMATION LINE
0891-318-401 SONIC 3 FULL SOLUTION, CHEATS & TIPS
0891-318-402 GAME GEAR CHEAT LINE

ﬂﬂﬁi-lll-lrﬂ! m mm & mm 1 I-, 2

NO MUSIC, CHAT OR WAFFLE
JUST STRAIGHT INTO THE HELP
PLEASE HAVE A PEN & PAPER READY!

All calls charged al ¥p min cheap, 46p peak.
Home Grown Productions Ltd, PO Box 193, Hayes, Middlesex.
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s promised last
Mnlh, Paul’s Tips
kes the first tenta-

tive tiptoe into the next
generation with a topper
step-by-step guide to find-
ing the secret bonus level
17 in 32X's virtual hell
Doom! What's more thanks

ikl all  PASSWORD GUIDE TO HARD AND VERY

complete set of codes to both Mega Bomberman
and Ecco 2: Tides of Time. Top these with a help- HARD MODES

ing of the final part to the Dynamite Headdy

If you cast your minds bock to last month,
you'll remember the first part of the complete

guide, and a fotal guide to the totally excellent Sparkster guide. This month the fine tradition
Cannon Fodder, and there you have it — a taste continues with the passwords to the first four
sensation to the Nth degree! Keep those tips fly- levels cf the Hard and Very Hard modes. Tune
ing in to: JUST ONE MORE LUMP OF COAL FOR in next month for the solutions to the lost lev-

THE FIRE, LORD EMAP, PAUL'S TIPS, MEAN els for each of the difficulty settings.
MACHINES SEGA, PRIORY COURT, 30-32, FAR-
RINGDON LANE, LONDON, EC1R 3AU.

CODES UPDATE

Last month these hallowed pages printed the Level
Select and Level Skip codes for the boy with the
cybernetic war suit, but recently word has reached
me of an additional code that allows the player to
fully recharge Jim's energy one time per level.

Simply pause the game and tap in LEFT, RIGHT, A,
B, C, LEFT, RIGHT, and A.

SUIG Y

ACTION REPLAY COfES

Now it's not often that | print Action Replay codes,
mainly because they're a sod to check, but in the
case of Sonic and Knuckles and the absence of
any other cheats here are the codes from Steven
Sibald of Warrington.

FFFFEOOOO1 — LEVEL SELECT

FFFEO90001 — DEBUG MODE

FFFE120009 — INFIMITE LIVES

FFFE180099 — INFINITE CONTINUES
FFFE24000F — INFIMITE TIME

SCORE 4200
TIME 1:20
RINES 2B




SHORT CUT T0 BONUS LEVEL
SEVENTEEN

Gavin Symes from Cardiff kicks off this
month’s proceedings with an in-depth
guide to skipping from level three to level
seventeen of the 32X, Doom. Allegedly all
you have to do is start from the beginning
of the game as normal, finding as many of
the secret rooms and goodies you can. But
once you get to level three, follow these

CHAINSAW MASSAGRE

Doom’s most prized accessory has o
be the chainsaw weapon. Go to level
2. After collecting the red key and exit-
ing the first room turn right and pull
the switch in the slime room. Return

straightforward directions. Open the

first door and move out into the large room
with the acid pool in the centre. Move
around the room killing any enemies and
stocking up. In the next room, go up the
stairs on the right and take the first turning
on the left down the steps. Search the room
for the switch and activate it. Go back up
the steps and turn right to the door you can
through earlier. Turn right around and
opposite the door between the two win-
dows there should be a new opening fo o
new room. Go up the new steps and stop

and enter the new area that has opened
up. Search for an area where the lights
are flickering. When you see a green
armour pick-up, shoot the wall behind it.
Enter the passage and walk upstairs to a
room with a switch. Pull this to lower the
pillar holding the saw. Collect and Enjoy.

once you reach the top. Now turn right and
walk slowly. You will hear the noise of o
door opening — this is in fact a wall block-
ing a secret door. Search the room and pick
up any useful objects, including the yellow
key. Return to the entrance and look into

the room.
At this point you must get ready to run

round the right-hand side of the corner,
setting off a piece of wall that lowers to
form a lift. At the top of the lift a door
opens in front of you. Walk forward °
through a passage taking you top a room
with two pillars and a pool of acid from
underneath the wall. To the right a trench is
visible; jump in and walk through the gap.
In here you will find an island with a switch
and some power-ups. Hit the switch, but
before you go, open the secret door on the
island (it's the odd celoured wall). Go into
the new room and climb on the lift up to

" find another lift to lead you down to the

area where you encountered the first
switch. Climb the stairs to the door to the
first room. Now where there was once a
large drop and pool of acid, you will find a
bridge to a secret passage. But beware as
the room ot the end of the passage opens
onto o series of attacks from hell’s minions.
Once dispatched, another and final pas-
sage gives way to an alternate exit direct to
the bonus seventeenth level. Phew!
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ngs! Dug to an error at the printers last month, the same page of our Urban guide was
printed twice. Sorry and all that, and here's what you were missing. Oh yeah, and needless
to say we've slapped the chimp in charge of the potato printing kit...

GASHIER BOOTH

Casino punters are
being held in one of
the cashier booths.
Shoot the booth when
the light is off and save
the day.

HIGH ROLLER

Malone's floosie is in
the casino VIP suite,
she will know the loca-
tion of the secret
entrance to Malone's
underground bunker.
Go to the VIP entrance and make your pres-
ence known. Take out the guard before inter-
rogating the high roller.

BOOTH GUNSITES

Those pesky turrets
must be destroyed,
firstly because they
hurt, and secondly
because one hides the
shuttle car that will take you to Malone's
doorstep. Top hint: try the bottom left booth.

CAMPAIGN TEN:
UNDERGROUND

(W7KSND3XLDD]

If you've got this far, then there isn't much
you won't already know. Use your skills to go
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through the missions one by one, but don't
get carried away and lose your head. Above
all use your weapons and fuel wisely as they
are in very short supply. Good luck pilot,
you're gonna need itl Mind you, funny how
they got that helicopter underground. ..

GLEAR ENEMY WEAPONS

To make your passage to Malone a lot easier,
an essential objective to remove the enemy
weapons. Keep an eye on the info screen for
the updated locations of the forces. A couple
of rockets should deal
with the hardware.

ENEMY BARRACKS

Like the big chickens
they are, Malone's
tough guys are hiding away in their suppos-
edly bullet proof bunker. Hit it with some mis-
siles and watch them runl

GENTRAL CONTROL
Locate the banks of
computers and scien-

tists, and teach them
the errors of their
ways. You have to take
out all of the consoles
to ensure Malone's
tools of destruction are
helpless. Pay particular
attention to the snipers hanging around as
some have bazookas.

LASER CONTROL

The large metal construction near the control
centre houses the giant
laser Malone has been
using to terrorise the
world. But before you
can hit the laser, the
control must be put out
of action. Hit the bank
of computers nearest the bunker,

EXPOSE LASER

With the laser defences down, go for the steel
housing and expose the laser to the world.

MALONE BUNKER

Quite possibly the most heavily-guarded
bunker in the game, but nonetheless vulnera-
ble to your attacks. It
will take a few hits,
make sure they count
as the ammo supply is
very low.

THE END?!

Ha, hal Now you've got
him. What! He’s wired
for sound? He's going
to blow you and the
mission from the sky!
The only solution is to

drag him kicking and screaming over to the
laser and drop him on it. Congratulations
you've just saved the world from total
destruction. Time for a nice cup of tea, as
Pouline Fowler would say to Arthur - but not
for much longer mind!
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EGGO 2 TIDES OF TIME

LEVEL CODES AND SECRET LEVELS

Apparently dolphin steaks are a delicacy on the island of Jomaico—so if | was Ecco I'd give the place
a wide berth. But thanks to Patrick Bayliss from Dalmuir in Dumbartonshire, you need no longer be

caught in those tricky tides of Ecco's levels.

EASY NORMAL

LEVEL

CRYSTAL SPRINGS
FAULT ZONE
T™WO TIDES

SKY WAY

SKY TIDES

TUBE OF MEDUSA
AQUA TUBEWAY
SKYLANDS

FIM TO FEATHER
EAGLES BAY
ASTERITES CAVE
MAZE OF STONE
FOUR ISLANDS
SEA OF DARKMESS
VENT OF MEDUSA
GATEWAY
MORAY ABYSS
THE EYE

BIG WATER

DEEP RIDGE

THE HUNGRY ONES
SECRET CAVE
LUNAR BAY
BLACK CLOUDS
GRAVITOR BOX
GLOBE HOLDER
NEW MACHINE
VORTEX QUEEN
HOME BAY
EPILOGUE

FISH CITY

CITY OF FOREVER
SECRET PASSWORDS

SLMLILAFB
MOCCTKZA
YYKRPBZA
CZHIELDB
OBGFHMDB
KLIKAJZA
NONE
OXNSWZEB
ACPSLZXA
SXSPDPDB
MALHSTXA
NONE
WBCBUGCB
WBOSARWA
WRAIHIYA
KPSMNEIEB
ICXUACXA
GICBWVQE
ODNGQQGA
KYEHHVOD
ONIDGUJE
QOJSGMPE
USGPGMPE
MGSSISKE
OBYSXBJE
EOSKIJFJE
NONE
EPCNNAAA
CCFTOSFA
IFQZWKAA
COIJDPDFA
CUKWPVKA
ARCUNXDA

OVYKBYEB
YMCXSHZA
AAGICVYA
UAREEWCB
IYKUXQCB
QMIEWKYA
NONE
MGKYLHEB
OVUVYXA
EOAVNODB
SLEJLSXA
NONE
UWKYYYCB
WPXGQWWA
WFUXQBYA
CTANDFEB
WNSMRAXA
MYHISVTE
QQMTILIA
UXCIMIRD
QSZTVCME
GVYSTLRE
EITNWMRE
WRMKYXNE
YAOVAWLE
WFAJXULE
NONE
KWRISSAA
CKMVEOGA
MILNTIBA
AXPTVMBA
WGWQGIHA
OAJDXBBA

HARD

WPHSAAFB
UYVCIKZA
MGCSLVYA
OXJRIPDB
AAILLQDB
KPWOOKYA
AKLKDPYA
IESMIYEB
UYZHARXA
CRDHYHDB
GHPRESXA
MOWYRQWA
WFSGTYFB
QCPNMNPZA
QKTURVAB
YQIGSVGB
QOZDVZZA
CTOUGUTE
UQvCHIA
URLBZNRD
ORUFFZLE
MQFLANPE
QUCFANPE
CDEWWGLE
UYPOUDIE
GNQVXEJE
GGGQUAHA
IDJSMSAA
YJOZIOVFA
YVWBZOAA
WEVYNQBA
MFZMNFGHA
ULAUVLEA

LEVEL SELECT

Last month we had a top hidden
room, but this month we go the
whole hog, so to speak, by
releasing the level select cheat.
First off you must go to the
Options screen. Enter the Sound
Test and switch the music to
CONTINUE. Now change FX to
APPEAR, and follow this with set-
fing speech to THINK. Exit the
Options and hold LEFT for five
seconds. If you've done every-
thing correctly a noise will sound
and the level select will appear.

there can keep on tipping. James Tuck from Bury St
Edmunds informs me that if you roll the D-pad on
the ©Disney/ ©Virgin Interactive Entertainment
screen, you should hear a bleep when the Virgin
logo appears. When you start the game, a level

LEVEL CODES

A totally cute, but totally tricky lit-
tle number, Bubble and Squeak
is bound to have some of you
writhing in frustration. Not to
worry as the very helpful Wayne
Ennis from Liverpool has some
codes to push you past some of
the trickier levels.

RQCRQBPT

NHHDHHBH

QOFLLMMP

logo has faded and rotate the D-pad in a clockwise NNBNNDYY
movement, pressing buttons 1 and 2 and START MNLLMNNL
twice. When you enter the Options screen a Level WTSFFHGW
Select option will appear. Thanks to Michael Jelves PPGOMPFP

from Rayleigh in Essex for that tippet. SDFSDFPH
RGMSPSDY

Stop the presses! We have a Master System fip!
Long gone are the days when the Master System
tips used to flood through the letter box, but thanks  select will appear.
to Virgin's Lion King Master System owners out

! GAME GEAR
Lle Lo s

LEVEL SELEET

A second helping for Simba, but this time on the
Gear. To go to the Level Select, wait until the Sega
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WARNING! Concentrated gameplay approaching. When we
got our hmdl on Hnuh-u s Bubblp d Squeak some




take it to the bottom level, and
jump to the hidden stash of
gems (pic). Next, kick bub
through the half-pipe layout. Go
back to the bottom level, toke
bub to release the captive and
exit.

STARBURST
CAVERNS 3

Get three coins first. Collect bub
and move right to guide him to
the second platform. Take the lift
to the gum jar and use. Ride bub
to the second lift and leave

NEVERGLADES 1

Kill all the boddies on the bottom
level for coins. Find the
gum jar and use, then ride bub
ey
e half-pipes and per-
form a throw. Get the spring and

the shoot ‘em up
sub game if you can find it.

underneath. Get a throw up and
walk right to gem area (pic) and
bubblecar token. Go back and
collect bub, ride the lift and kick
him through the half-pipe. Get a
throw up to free captive. Stand
bub on the third lift and pull the
switch.

STARBURST
CAVERNS 4

Get bub, go right, killing bad-
dies. Kick him round two sets of
half-pipes. Make him throw you
to the left-hand platform and
bring down the lift for you beth.
Take Bub os far right as possible.
Jump down and left to get car
token and extra life. Bub should
join you. Bring down spring from
top right area to bounce him
across barrier (pic). Kick him
around the half-pipe, collect
spring and mount ‘stairway’ to
platform on other side of lift
switch. Spring over and rescue
captive to left. Return right use
lift and exit.

er 3
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STARDUST
CAVERNS 5

Collect Bub and guide him right
and up. Kick him round the half-
pipe to the gum jar. Ride him to

the upper level and take him to
the half-pipe circuit on the left-
hand side. Kick him through from
the left, then climb up and right
to locate him near the lift switch.
Go up alone to get the spring,
then take it to the Plnfhrm
underneath the exit and bounce.
You can enter an area with the
captive (pic). Return to Bub, take

NEVERGLADES 2

Go down to the bottom level and
get coins from baddies. Climb to
the top and round to the left for
bub. Kick him through the half-
pipes, then get into position
beneath the extra life and jump
to stop the flying bub (pic). Get a
throw to reach the life. Take bub
to the left and knock him through
the half-pipe circuit again.

This time stop him in the lower
section of the level. Lead him to
the gum jar and use. Both of you
now go collecting gems and
them drop him near the exit.
Jump to the plotform above the
exit for fhe car token and captive.

DIAMOND
FOUNDRY 1

Simple. Take Bub up to switch
level, then kick up the first half-
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pipe system. Climb up with
Squeak and get the car token.
Repeat for the second pipe sys-
tem and climb up, watching for
the spiders. Lead bub to the exit
and release the nearby captive.

Kill the baddies on the bottom
level. Go right and use springs to
get the gems in the top right area
(pic). Bring the springs back down
from top first and stack them
upon each other near the gum
machine, by releasing them as
you bounce. Jump onto the high-
est spring to reach an area of
baddies and the captive. Use the
gum jar to join with Bub and
head for the exit together.

Get Bub then run along the ledge
killing baddies as he runs scoop-
ing gems on the bottom level.
Leave him to get the pot from the
right. Bring it down to the set of
ledges holding pots and get each
in turn by stacking them. Now
take all the pots up to the gum
jar and stack them on the gold
platform to the right. Get the car
token. Go back for Bub and leave
him at the gum jar. Jump on the
stacked pots to reach the captive,
using the spring to escape.
Restack the pots for you both to
get to the exit,

Throw the pot into the sludge as s

stepping stone. Get the car
token, then take the springs back
across and bounce up to the sec-
ond level carrying one. Use it to
collect the gems and the spring
from the platform above. Take a
spring down to bub and use the
gum jar, then both of you spring
up. Take bub near to the exit and
leave him. Go back and get the
spring, taking it to the original
spring site. Use it to free the cap-
tive.

CE = LLEELAT E]-k e 1] E-;..

Ignore the pots, as they are a red
herring. Collect bub and have
him throw you up to reach the
baddies. Collect coins and use
them in the gum jor. Travel left
across the sludge together, the
jumps need to be pixel-perfect
and the jump button held for
maximum distance. Jump on the
elephants backs to collect all the
gems. You will need almost all to
free the captive. Leave Bub near
the exit as you free him and get
the car.

T T oo e e
-
Y :

L

Use the pots as stepping stones
on the sludge. Jump up and use
the fire switch repeatedly until
empty. Get bub and jump on
spring to get him over the wall.
Then leave him as you collect
both spring and leave on the
other side of the sludge. Get the
spring from above and stack it.
Go back for bub and bounce him
onto the springs to reach the high
platform. Take him to the second

fire switch and leave him. Go off
and collect gems from the upper
areas.

MNow use the switch until done.
Take bub and a spring down and
go far to the left. Kick him into
the half-pipe circuit. Take the
spring back and use it to reach
the green platform. You have to
stop Bub flying by timed jumping
(he passes about every 10 sec-
onds). Fire him to the right. Now
jump on the spring to the right to
get through gap and fall to lower
area of the level.

Jump up to use the final fire
switch. Now maoke your way
along this top platform killing

baddies. When you find Bub, use ™

the adjacent gum jor and tap the
jump button to make him fly.
Collect all the remaining gems in
this area and the one above. Go
up the narrow shaft to find the
captive, car and exit.
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Toke Bub to the end of the start-
ing platform. Get him to throw
you up to collect the pot. Bring it
back, then kick him through the
half-pipe while you use the pot.
Collect Bub and take him to the
gum jar. Together go up and
right on the moving platforms.
Leave Bub beside the exit, while
you travel back to the left on the
platforms to release the prisoner
and grab the car token before
returning.

A chance to rack up massive gem
bonuses. Take Bub to shaft. Have
him throw you onto the lift
switch. There is a hidden room a
small jump to the right, which
contains an extra life. Go back
and get the lift. When Bub is
standing on it, get him to throw
you just before it passes the mid-
level platform. Push to the left
and you land on a small ledge.
Abave this is an Aladdin’s cave of
gems and another extra life.
(commit suicide to restart the
level and gain infinite lives).
MNext, get bub and walk him to
the far right of the level. kick him
up the half-pipe. Climb up and
take the auto moving lift. Bub has
moved some distance. Use the
pot to reach higher platforms.
Release the captive and walk left
ocross baddie-infested areas.
When you find Bub, kick him
through the half-pipe, first up to
the dead-end, then use the pot to
climb up and knock him through
the other way. Walk right to col-
lect the caor, taking the pot with
you to reach the exit platform.
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This instalment concludes
our Dynamite Headdy
guide started in issue 27,
and delayed last month by
space restrictions. All you
lucky receivers of Dynamite
Headdy over Christmas
could be needing some
help on those tricky later
levels. Here they are with
as many secret bonuses as
we could lay our eyes on,
plus that invaluable level
skip reprinted for true
desparadoes.

FLYING
GAME

This is the first of three forced-
scrolling shoot ‘em up levels
that change the pace of the
game entirely. You have the
choice of three firepowered
heads, each of which have o
place of optimum usefulness:

BIPLANE HEAD

It has two features: a wide-
angle three-stream fire ottack,
covering a large
area, and it's the
only head that
can fire in
reverse. The
disadvantage is
its low shot
power.

BIRD HEAD

It has the most intense fire
stream, o torrent of little birds.
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However, the
stream arcs
downwards,
leaving you vul-
nerable to
attack from
above or the same
level.

LASER HEAD

The most powerful shot power
head, the laser comes in a sin-
gle stream. Making it the pre-
ferred option for heavy targets,
it leaves Headdy
vulnerable to
attack from
behind and
requires him to
be on the same
level as the foe.

Pick up the biplane head to deal
first with the vertical rockets,
and then the boambs which
encircle your ship. Shoot o gap
in front of them, then escape
the ring before it closes in.
Change to the laser head as
only other foe on this level is the
mothership suspended on the
crane. The crane grab is the
weak part, but first take out the
little guns, then the jow area.
Set up a rhythm of attacking
the crane then
ducking
down to
the jow
areo
when the
heli-
copters
release
their
bombs.

FLY HARD

This rather tedious level is set in
a narrow tunnel. Trouble Bruin
trundles aleng, moving in and
out of the foreground and back-
ground. Select the biplane
head, as you have to move to
positions on both the right and
left of the screen. Bruin drops
ceiling and floor guns which you
should not cross the path of. He
has two missile attacks. The
gold missiles are indestructible
and should be side-stepped.
The darker ones are easy to
shoot down. TB does take dam-
age, but we've never been able
to destroy him before the tunnel
ends.

FLY HARD 2

A mini Nemesis level, which
offers the best chance to use the
bird heod, ot least for the first
few screens. The route you
select doesn’t really matter —
picking the down path aveids
most of the shooting action. Just
remember the blue foes are
invulnerable and avoid the bal-
loon bomb payloads.

BABY FACE

The flying stage’s finale boss.
Select the biplane head for this
stage.

Part one is Boby Face, who
burps slow-moving fireballs. Fire
from the left-hand side until
they get close then nip over the
top for a reverse attack. Not too
difficult. Second is Boy Face.
During his attack, a finger
appears through the clouds,
directly under your plane. This
means you must keep moving
when Boy Face is static. Try to
avoid being sondwiched
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between the finger and the
face, as it is harder to avoid the
sparks.

Last is Man Face. Take up a
position on the left-hand side.
Ignore the distraction of the grid
pulled down by Man Face.
Instead, judge the position of
his lasers from the angle they
leave his face. Making slight
adjustments to your position in
the top left corner is enough to
avoid him. One final tip, stay at
the top of the screen as the boss
metamorphoses through his
stages, or you may get hit by his
discarded shell.

(EE N E NN NN ENNNENNNENHNENMNNNME-MNMNHMNIMNHENRHEHMNHMNGSERH-E-MNEHEH:NHEMNRHE-NR-EHNRHMBEHR-SES-SEHSRH-:E-ERNRE-E-EH-SRESSREENEHNRNRRN

HEADDY @ vy g S g
be. ledge. Butt the slightly
4hper ke o

A short but tricky phase, as
Headdy and Heather conspire to
enter the Puppet Kingdom.

All the work for the first boss is

done by Heather. All you need
to do is sidestep his extending
arms. He'll attack with the arm
nearest you, so always move fo
his outside — not between his
legs. The side you are on should
be determined by Heather’s
position. She will successfully
toss the key into the basket if
the basket is facing towards her.
The basket always swings to the
opposite side of the robot’s
attacking arm. Confused?
Example: If Heather is standing
on the left side, stand on the
right-hand side of the robet.
The second phase of the level is
treacherous. The robot is only
vulnerable when both arms are
raised. Go to the side of the
screen so his free claw aftacks
you. It goes off-screen and pulls
on headcase. From here there
are two methods to killing him:
SLOW METHOD:Select the invis-
ible head and stand directly
beneath him, attacking when
both arms are raised. You will
need to continually collect the
invisi head immediately after
each attack, If you hit Heather
you lose your own energy.
FAST METHOD:Requires some
luck. Collect the bomb head
and lay it directly between his
feet. With any luck, he will be
vulnerable as it explodes,
destroying him instantly.
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THE ROCKET
TIER

There are two ways to complete
the horizontal section. When
you hear the siren, there’s a few
seconds warning fo get out the
path of the oncoming missile.
Method one is for cowards. Pick
the shrinking head and wait in
the troughs until the missile
passes.

The second method allows you
to collect the points bonuses.
Use the spike head and cling to
the ceiling as the missile passes.
You have to tap the head by
rapidly to stay aloft.

ILLEGAL
WEAPON 3

This is a laborious section, but
with a simple method. Wait in
the trough until the missile
passes. Grab the spike head
and hit the baddie behind the
desk twice, then rush back,
stand in the trough and grab
the shrinking head before the
missile is launched. Repeat this
procedure. If the siren goes off
immediately after a missile
launch there is no time to per-
form the attack and you must
wait for the next gap.
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VICE VEROA

A short and trouble-free |level.
The reversing nodes are put to
better use next in Twin Freaks.
All you need to do is butt the
glass cubes into position to cross
the spikes. The boss is almost as
easy. Butt the reverse node as
the boss passes above the boul-
ders and it will be struck on the
head. Push two boulders close
together for a potential double
strike.

T

gallery. Butt them to pick vp a secret
bonus.

rUN
FORGIVEN

Jump over the first penguin and
freeze the second to reach the
bonus game head. Hit the sec-
ond penguin on the blue floor-
ing to drop to the level below.
Hit the penguin when off the
blue flooring to stand on its
head and hit the pharoah. Go
down to the wheeling statues.
Only hit the top part to make a
ledge for Headdy.

|
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b Jump into the wall and reveal
® gnother bonus-stacked series of
@ secret chambers. There's a simi-
@ lar set next to the corn dolly on
° the right hand side. To leave the
You must duck as you butt them level, stand on the rightmost
to strike the weak point of the ® com dolly and grab the head-
pot. You come fo a large open  ® case in a left diagonal from you.
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Now take the spike head and >
go left. Pull yourself up the shaft
with the buzzsows. You

encounter potted plant foes.

]
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room with spinning headcaoses. Do it just as it is about to turn
Go into the centre and stand on away, which is perfectly timed to
the narrow safe platform. grab the headcase to its right,
Descend and walk through which has now just turned
secret passages on both right round. Exit stage right.

and left. Return and jump on

the corn dollies on your left.

3 e dahgtoh 52
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Move to the right to take on the 5_5 o3 Wil
Sun Boss. The numbered spin- . i
ning icons relate to damage &

inflicted on the space. Three hits
with the tiny ‘8’ icon should be
enough to defeat its first stage.
On the next stage, pick up the
sleepy head frequently when
your energy spotlight goes to
yellow. A flurry of blows with the
spike head should see him off.
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Sun Boss first hif the
icon with the heart thre times to
receive the resultont special bonus.
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Not a big problem. Trouble
Bruin runs with you but cannot
hurt you, butt him quickly if he
get hold of you, but your main
concern is keeping out of the
laser fire of the haywire con-
traption. Two recommended
ploces are; at the far right of the
screen jumping — his fire
should aim horizontally, and
beneath his feet, slightly to the
right or left as the gun only has
o few set firing positions and
should miss you.

* TWIN
FREAKS

Masty. You are pursued along a
corridor by a Janus-faced mon-
ster. He is only vulnerable when
green, but changes colour when
you flick the screen. The key to
success is to take him out before
you reach the section of the cor-
ridor that twists, forcing you to
bocktrack. Get in as many hits
in the first section of open
space, and don't flick him from
green to red unless it is really
necessary. Lastly, there’'s o sin-
gle headcase carrying a 3-way
head. Get that and butt like

traption throughout this, it's
invincible, but watch out for the
occasional missile launched
from his cannon.

Butt the little brown
men whe jump between
@ the platforms near the
beginning of the level
for a secret bonus point.

e:>mmmmmmﬁ
will let loose the SB

symbeol instead of his
normal missiles. H‘H'{ﬁlm for
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Most of this is up top you. The boss has various random stages of
attack. Before each one o selection of heads revolves around you. The
most effective attack weapon is the hammer head, so pick that if it's
there. Otherwise taoke the star-firing head. If you can, hit the boss with
the hammer head then try and nab the shrinking head os several of his
attacks are best avoided in that guise.

FATAL CON-
TRAPTION

This forced scrolling level starts
hard but gets simpler. First,
jump up to get the hammer
head, but beware of getting the
slow head. Break the wooden
blocks and use the hammer
head to push the platforms on
rails. The only one which moves
enough to let you through is the
left centre one. Take the right
hand route, pushing only one of
the second set of platforms.
Ignore the shrinking head fur-
ther up — toke the full sized

route. You need to push the
plattarms with the woman on
them with rapid button presses.
Go for the final set of wooden
blocks to complete the stage.
Ignore the Trouble Bruin con-
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hor's parents, King and Queen, tried not o

worry about their son. The impetuous
young prince was the both the darling and the
bane of the news sheets, depending on how
the editor felt that day. Several of high soci-
ety’s virgin damsels had been linked with the
celebrated bachelor, but adventure was more
his bag, and he rarely spent two consggutive
nights at the Royal Palace, between his irips to
potential treasure sites and far-off fabled
places.

During his most recent absence, though,

5

| PLAYERS “strgmgettiings had concerned theleeurt.” ~
——— #uurnding hordes had been terrorising th
GAME TYPE ownsfolk, and a general airof something*bad”
ADVENTURE and niff uch

i (]
Og ith yoO¥ under-

m hen the good son Thot

‘D b ‘pangly new
PRI':E ﬁq'“ g[g: Ma Wla s fe "y
. t st... No gilly! | e's'res

‘BY SEGA ki '

with the pow gretih wizards
of yore. Oh no, l6oks like-one of the

Rilm! MARCH ‘ancient-revived-curses-set-fo-
' destroy-the-world’ days.
OPTIONS

.v{r.

CONTROL: JOY PAD
CONTINUES: BATTERYSAVE
SKILL LEVELS: | THOR Bl-l MEY
RESPOMSIVENESS:EXCELLENT Being @ bit of a lad, and a Blur fan, Thor knows how to look after
GAME DIFFICULTY: himself when out and about. His basic walking and fighting
MEDIUM moves are easy to pick up, but there are several advanced attacks

that may be learned, to devastating effect. Some of these are
most effective against particular foes: a
1ST DAY SCORE jumping swipe is perfect against flying

Reoch the swamp fortress. creatures, for example.

Thor hos been aeons in develop (os e
befits such a massive game) from ' ;‘. | ‘ . .*"’_FQ
new team on tha block, Ancien. ‘f-“‘j A ‘&
. GAME BREAKDOWN

BO000

BEECC
sTRATEGY " BEE[IC

O
U
]
|
|

RefiExes OO0

The circular swipe can take out
E multiple targets.
GAME AIM

Reunite the twin armlets to protec
your kingdom from the evil inten-
tions of Shade and the silver armlel.

WE'VE ONLY
JUST BEGUN

The Story of Thor begins
with @ story — n animat
introduction o the quest, |
ith Thor's discovery
56 MM SEGA oy
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MUM’S GONE TO ICELAND

Chances are you'll get a little peckish on your trek, more so
if the opposition is knocking seven colours out of you. This
where the wonderful invention of food comes in. Just eat it
and feel much, much better. Food comes in lots of forms,
from holey cheeses to garlic bulbs (Thor obviously has a
plentiful supply of Gold Spot). The replenishing effect varies
from foodstuff to foodstuff, with large meaty chunks doing
the biz. Some nibbles have o different effect (see ‘You Dirty

Rotners’)
H Jtenm |
®Je®
@ %
* &

YOU DIRTY RATNERS

‘s fetching new arm jewellry, the Gold arm-
let, is a potent piece of conjuring equipment.
With it he can fire bolts of magical energy which
have various effects; opening doors, summeon-
ing spirits, activating por- Py v
tals etc. Huwmr, the e o e— .!
power of the armlet e
depletes gradually when s
in use. Sunllghf will R T pee—
restore it's power, but this =~ e
is not avaoilable in under-
ground or indoor areas of

| the game. Some foods
restore armlet power
instead of Thor's health. -
Look out especially for the
electric blue grapes. ;




Thor easily fits the title of ‘Man at Arms’ as there is luscious range of weaponry to
be collected during the quest. The standard piece of equipment is Thor's altknife, o
small blade, but with infinite uses. Collectable weapons have limited uses, the
weapons menu is used to skip between them and also tells you how many hits
each has less. Weapons are arranged into classes [swords, bows, bombs etc) with
different models of ascending power. Some of the best are well hidden in secret
chambers, so you'd do well to look out for suspicious walls and doors.

BOW SWORD BOMBS
(STANDARD, METAL, ATM,  (STANDARD, BROAD, (STANDARD, POWER,
FIRE) DEATH) HYPER)

“ *- .3 g I. f -‘Ei‘
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caverns of bats, snakes and zombies, to
FAR TREK the fiery inner chambers and a horrifying
Thor's journey takes him across forest, skull boss. :

sea and mountain; through swamp

ond dungeon and admist eerie ruins SWAMP

and holy shrines. A small map with his  Muddy waters and carniv-
location and next destination is always arous fish fill this fetid
avaoilable. There is much more to the  area between levels.

gome than the areas shown here:
SWAMP FORTRESS

THE VILLAGE The first collection of heavi- /
Friendly townsfolk live ly-armoured knights of el
at the port where Thor doom, throwing all manner|
first disembarks, but of things from the battle- <
they are of little more ments. Inside, Thor works his
use. way to an underground jetty.

ROYAL PALACE <<=\  SHIP
Ma and Pa offer comfort| The story takes Thor
and advice. There is aboard a high seas ves-

also a librory with clues sels, crammed with ene-

enscribed in three books. mies, with a further unex-
p— pected confrontation up on deck.

WATER

The first complex to PROMONTARY

investigate. Dripping One of the most puzzling

sewers and o trickt tidal areas of the game, with a

passage. There's also a series of doors requiring

large and very hairy spider to keys. The zombie attacks

confront. intensify ond a troublesome

waterfall forms the centre-
piece of the layout. The finale is a large
rock monster, guarding the return pas-
sage to the surface world.

WATERFALL
Much lies behind its tran- |
quil waters. Explore the




SUMMONER’S TALES

It's o long quest, but not always a lonely one,
as you soon have spirit companions. The armlet
grants you power over friendly elementals,
which may be summeoned to your aid. After
finding the elemental in their shrine, they will
instruct you on the summeoning procedure, nor-
mally by firing the amulet on fire, water etc.
Once summoned the elemental will shadow
you, putting their won powers at your disposal.
However, using their powers increases the
drain on your armlet energy, so their presence
is normally short-lived.

DYTTO

The water faerie, who
has command over that
element and the power
to neutralise fire. She
has power to heal Thor,
freeze his enemies tem-
porarily, or rage into a
:lpjnning aqueous forna- |

o.

EFREET
Spirit of cleansing fire
and o formidable friend.
Efreet smashes through
ice barriers and has
three offensive powers: a
fiery breath, a flaming
torpede and a blistering
circular inferneo.

A lost spirit from another
dimension, Shade looks

CASTLE

A taxing series of chambers
with intelligent spikes, wall
spears and new opponents,

an invaluable friend.
He'll catch you if your

including teleporting wizards. " i fall, reach out and strike
Inside and out, the action moves from f iy T your enemies and grasp
the dungeons to the battlements. 3 f E distant objects.

MOUNTAIN FORTRESS
Within here lies the key to v
the mystery of the gleaming |

diomonds scattered around,
but it's @ secret protected by
wind-powered traps and a truly mon-

strous guardian. ) .

i

]
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Like the lost great Sega RPG
(Soleil — just out — 91%)
there's a little racing track
included, although Thor's is
quite well hidden. It's really
a test of your control over
the fire elemental, as you
guide him through five laps
of a closed circuits. Record-
breaking times are reward-
ed with a food or item

1
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HE SHOOTS, HE SCORES

Thor's distinctive :oundfruck hes been created by Yuzo
Koshiro, a familiar name to those acquainted with
Megadrive music. Yuzo has won numerous awards for
past works, like music for all the Streets of Roge

. With Thor he has attempted to create a movie-
like score, with subtle themes that change in relation to
the action, but not abruptly.




Thor has

been in

Ancient’s

workshop

for some
time, with
only the
occasional
tasty
screenshot
issuing
forth.

e finished
game comes our way, and
it's obviously been a Labour
of Love. | cannet recall o
i Megadrive game of quite so
much quality and detail in a
long time. Enormous work
has gone into the character
animation, not only for Thor
himself, but all his adver-
saries. The locations are
excellent and the range of
weapons, combat attacks
and elemental powers quite
overwhelming. Ancient

" have succeeded in uniting

b the depth and choice of an
RPG game with a constant

= supply of action, making

Thor a true arcade adven-
ture, backed with a strong
. storyline and gameplay

. that develops accordingly.
The only factor that stops

 this scoring off the scale is
- the ease with which some

, areas may be cleared. Thor
m is perhaps a little too pow-
M erful with all his attacks,

| weapons, food and elemen-
tal aids when coupled with
the restart points and bat-
tery save. Limiting the sav-
— ing option to a few select

~ points might have over-

~ come this. That aside, this

stands out like a jewel in
the release schedule, and
actually sets new standards

- in Megadrive adventures,

notwithstanding excellent

 titles like Soleil and

Landstalker.

useless.

When |
initially
heard
reports of
an Action
RPG with
all the
depth of a
¥ major
: adventure
S48 P torival the
' Shining
Forces and Landstalkers of
this world, and a combat
system more at home in
Streets of Rage, | couldnt
believe my ears. But here it
is in all of its glory, and 1
have to say it is astounding!
From the minute you pick
up the joypad, there is an
overwelming sense of solid
gold quality. Thor's control
is a dream, representing
possibly one of the best
animated RPG central char-
acters to date. From the
intensity of his multiple
combo-style attacks, to the
way in which he picks up an
object, it is obvious that a
huge amount of time has
been spent in making this
one of the best console
RPGs ever. Location-wise
you will be trudging
through some superbly
elaborate and carefully
planned out dungeons. And
as for the bosses, well what
can | say except they are
incredible in both their size
and design. But as Gus
points out, sections of the
game are just too easy to
get through without putting
up too much of a struggle.
Being able to save the
game at any point may
sound like an ace idea for
frustrated RPG veterans,
but it does detract from the
playability. But this is only a
miner niggle in whai is oth-
erwise a fantastic achieve-
ment.

Your teacher is frankly o bit

L g ? .,5
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GRAPHICS

Fantastic during
every slep of the

quest. The character
sprites ore massive
ond well animoted,

effects 1o boot

9

with copious duzzling special J

Not pechaps the
mast immediate of
Yuzo Koshiro's
work, bul comples
maents the style of

91

game perfectly. Brilliont spol FIL

From the very
first skirmish, 1o
the last and deep-
o5t dungeon, Thor
is enthralling,

" PLAYABILITY

93

Megadrive classic should be.

challenging and everything o J

LASTABILITY

Many hours of
play, many late

nights all of it enjoy-

able and compul-
sive.,

89

set-up for endless continues.

¥ lust teo easy with the game J

VEM

Thare is nothing

thaot desenves your
money more than

Ther ot this moment

90

)

OVERALL

%

Arcode odventures — don't ya |
just love "em? Well, in the

case of Thor it's amore at first
sight. This is one hell of o
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GAME TYPE
PLATFORM

PRICE TBA

BY CAPCOM

RELEASE  IMPORT
OPTIONS

CONTROL: JOY PAD
CONTINUES:BATTERY SAVE
SKILL LEVELS:1
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
HARD

1ST DAY SCORE
23,000

An omnibus of Capeom’s first three
Kockmaon gomes, os they appeared
on the NES some years ago.

C1 01 O Ches
ml ImimiE
my oy Ny
(AN EN
HEENEN

GAME AIM
Shoot and jump your woy fo the
basses of each Rockman stage.

t falls into the

same league as
Fawlty Towers
videos, old episodes of
Upstairs Downstairs and
the Morecambe and Wise
Christmas Special. The various
adventures of Rockman (AKA
Megoman) inspire the same
nostalgio omongst games-play-
ers as certain TV shows do for o
wide constituency of couch
potatoes.

Or so Capcom think. This
would explain why they've
taken some of their oldest, and
most successful games, and
converted them authentically to
the Megadrive. They must also
be hoping that Rockman's
charisma has franscended the
old format frontiers, as until
now he's been a choracter
entirely in the service of the old
enemy. Nintendo. However
Megaworld, which is effectively
a retrospective, is set to change
all that, with no less than three
Rockman adventures stuffed
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POWERS O
ASSUMPTIO

Rockman can usefully assume the powers of
each boss he defeats, and employ them in sub-
sequent stages. This lends a strategic element to
tackling the levels, as the early bosses’ powers
may come in useful. Pausing the game brings up
the powers menu. There is limited energy for
each power, but this is easy to replenish.

The front end of the game allows you to
access any of the three Rockman

although you can restart any
game level again and again. You




CUTMAN
The beginner
level with lots
of non-firing
robots.

HEATMAN

Lava by the litre as you
traverse disappearing plat-
form stepping stones and his evil
slinky henchpersons.

43 LB 8L

Tricky trap-
deor lifts are
the first of
many haz-
ards.

ICEMAN

He cometh.
Well you do,
over a host of
slippery
chasms and
chilly pools.

BOMBMAN

Futuristic city-
scopes sur-
round the
bomb-throw-
ing boss.

Unsurprisingly
most action
here is of the
molten metal
variety, with
fire sprite
attacks.

ELECMAN

Face the raw
power of the
50,000 volt '

boss in his

. mzm
gleaming -ﬂ

MIDWIMH

‘r’our common or garden hi-tech
evil-doer until you reach the
shadow globes, where all the
lights go outl

natg| |{;III'.

SPARKMAN

More induction frolics in his lorge
lair, with a series of twin pole
arcing gaotes.

ROCKMAN

METALMAN

As you'd expect lots of late clock-
work nights fathoming out his
conveyor belted and ratcheted
lair.

Uses the powers of electromag-
netic induction to drag Rockman
from his proper course.The
underground section is o mess of
wires.

i

SNAKEMAN
Mo doubt as to his reptilian lean-
ings with a snakeskin-lined nerve
centre and serpentine sentinels.




FLASHMAN

Sounding similar to Clash, but
actually denizen ot the centre of
a crystalline labyrinth of gem
boddies.

Strange, the influence of birds
ond penguins for the wild card
entry of Rockman 3.

NEEDLEMAN

His penchant for sharp points
only becomes apparent later on,
with the spiky booby traps.

1|

CLASHMAN

Lots of brown pipework here on
an ascendant journey to a boss
in the heavens.

R

Rockman meets a rocky adver-
sary. Bees and gorillas are just
two types of his enlisted helpers.

TOPMAN

Mot the shop we all know and
love(2) but a bizarre collection of
nuts and bolts and fat mechani-
cal cats.

BUBBLEMAN

Megaman's left gasping
for air in this series of
aquatic chambers.

AIRMAN

High-flying frolics set in

cloudbound screens, with

perilous leaps between
facial platform

QUICKMAN

The boss likes to test your

reactions with a series of
instant-death laser gates
to be avoided on each
screen.

WOODMAN

A level split between for-
est scenes and under-
ground travails with fire-

spitting dogs.

Crisp, complex
bockgrounds and
plenty of variety
across 14 stoges.
No great grophicol
FX, ond oll sprites are filchy. An
Bbit feel.

A constantly
chunging score over
the game, always
pounding in the
r——
=No great sophisticotion 1o cither
music o1 FX,

PLAYABILITY

Simple and
challenging. New
powerns lo ossume
Hot an immense
vartiely in things jo
do, and every enemy is pre-
dictable.

LASTABILITY

¥'o toughie.
Prepore to tear hairs
lrom your head on
some seclions.
The interest level
slips when the lodk of variety
becomes apparent.

VFM

Lots of game stuck
anto o single cort.
Compilations are o
good idea for cash-
slorved gomers.
" The gomes themselves are Bbat
wonders of 16bit tariffs.

OVERALL

Capeom roll out the “classics’
but they're starting to look o
bit like crusty ones. Plenty of
levels 1o get your rocks off
though.
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METAL HEm
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'PLAYERS

§ GAME TYPE
iHﬂﬂT ‘EM UP p
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CONTROL: JOY PAD
CONTINUES: 5
SKILL LEVELS: 3
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
MEDIUM

1ST DAY SCORE
MI!SWH 3

Metal Head is o polygon-engineered |
robatic search and destroy game set |
in o crowded urban environment,

[]

Eoch mission has its own objedive,
but most involve the destructive
power of your mech.

|
s _""."H_'_j
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rom et liners to satellites terrorists are infamous

for hijacking each new gizmo that science has
developed for peaceful usage, and perverting them
to deadly ends, limited only by their dastardliness
and the effects budget of the next Bond movie.

It was the world's grave misfortune when a
band of nasty types (you know, the kind that slap
women oacross the face with the back of their hands
and say ‘silence!’ frequently) got hold of a clutch of
Mechs manually-controlled robotic heavy weaponry
and march into the centre of the metropolis, effec-
tively curtailing the January sales and bringing an
end to civilisation as previously known. It is left o
the Foundation for the Preservation of Shopping to
rid the city of this menace so that the
speed bumps and cardboard
store detectives may be rein-
stated. And they've pitted you
against the Keep Everyday
Special mob by equipping you
with your own Mech suit.

Reward? lsn’t the happiness
of mankind enough? Oh well,
how’s about enough air miles to
get you well beyond
Torremolinos?

lﬁ_‘%ﬂ%"& rF i
1

\"A TO A
KILL

In common with Sega’s Virtua
games, arcade and home, the
gome oelion moy be viewed fro
voriety of angles, in this case fo
The first view is from the cockpit
the Mech, with a centrally placed
site. The second view is from a
slightly lower position, bringing thé
Mech's two arms into view. View
three is based on a shoulder-
maunted camera that allows a
greatef ra af vision, but the
widest angle of vision comes from

the bird's-eye posjtioned camera

l.'lll'...‘ — "--._____‘ e

i e st spaten et
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INFILTRATION
encounter a i
change of scene.

ne com-

WHO WILL BUY?

Points are translated into prizes between
rounds of Metal Head. Your score is an
accumulation of kill points, time remain-
ing and unused weaponry. The compos-
ite total may be spent at the armoury.
This has a selection of weapons for both
arms and spe-

cial items.

Hammer

knuckles are

close range

attachments

for either arm.

Chain gun is

the first stage

of right-arm

projectile

weapons,

which may be

enhanced to

mega laser sta-

tus. Finally,

specialities like

flying mines or heavy armour are avail-
able, but at premium prices.

-
—

L L

A Son robot gets his dad to come round and
sort you out. Pity your pop is speccy mech.
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SEE BY NIGHT : COM MEN
As dusk sets in on the further reaches TR o This is GMP"'G
of the city, you are forced to view the s 7 really the Smoath and
battle scene b)'fh. lurid tones of a "n‘__ - first game tast-moving
night vision camera. By now the %J for the 32X detailed polygon
mechs have bﬂﬂlﬂl‘l to hunt the i - L : ' that works cityscopes that cre-
hunter, and the pace of battle i . L with an ate a claustropho-
increases. = J‘:" . e =5 . "" A\ ikt bic environment for the action,
origing with substantial variety, Good
| 4 y concept, mechs and interesting choice ol
a a and has
no peer
elsewhere.
The launch SO“"D
games, and the abysmal S0 much sampled
Space Harrier/Afterburner speech, before, dur- 89

turn were all based on pre-
vious titles. Metal Head is a

ing and ofter mis-
sions. Generally,

brave attempt to utilise the FX ore good.
Polygﬁ“ FH:IWEI’ ',ur tens& Sad music 'ﬂhiﬂh is 1o easy o
urban warfare. For the most s i

part it works well. The basic
action is responsive and
engaging, and missions
have been considered as
campaigns with changing
goals, so the action doesn’t
become formulaic. techni-
cally, there are a few hic-
cups, with buildings
appearing out of nowhere,
and a characteristic
blurredness that makes
play occasionally confusing.
But overall | was impressed
with Metal Head's concept
and execution, and would
rate it as the next 32X

Simple gome

design, with o sen-

" sibly set challenge 8
rather than just

fallow on unconnected.

A bit simplistic, ond sometimes

tonfusing on the eye.

LASTABILITY

form o “story’

The higher levels
and later missions
poseé on adeguale
challenge for most

players.

C-rash!

| Another
i L LT T film
! hrﬂ'l!__.._: '. STREETS L' KE license vr M

L Wi it h"i lur-
! ; ’ ﬂ o : A JUNGLEI“ rafirma
i p One minor but noticeable feature with a 24MEG of original
; -~ . is the scaling map. Targets are resound- attion. Metal Head
I pp.d as concentric circles, and ing crunch has the distinction of
i the scale of the city map alters to and wob- being both innavi-
i encompass them. As you a M bles off tive ond exclusive to
! i a farget, the area covered Ey unceremo- the wnil.
5 o map decreases to give you a clear- niously into the shadows of

. er view of its position. the greats. There's simply

no hope for software hous-
es that turn out stuff like
this. Not that it's entirely
bad because an extremely
similar game named
Turrican enjoyed some suc-
cess. The point is, Turrican
happened three years ago.
This is now! UniSel tries to
fob us off with the same
dated gameplay and even
retains the ridiculous trans-
formation inte a spinning
buzz saw routine. It may
juhnkiewfenk) woilaeli)
13qoweoiijlij

OVERALL

87

A thoughtful shoot ‘em up that
shows the promise of the 32
Technically sound and mare
than fun to get to grips with.

A Hm“ﬂ!ﬁpﬁﬂﬂm
but really this is urban warfare at its
most white-knuckle. Elephant ond
Castle? People in Bath won't gef that
one, probably.
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Ml Tarkor, Bow Db, Casdsan Wi

The definitive Mortal Kombat 2 players guide for the SNES, Megadrive,
Game Gear and Gameboy.

On sale now in a newsagent near you, only £4.99
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PLAYERS
GAME TYPE
RACING
PRICE TBA
BY EA
RELEASE  MARCH
OPTIONS
CONTROL: JOY PAD
CONTINUES:PASSWORD
SKILL LEVELS:]
RESPONSIVENESS: OKAY
GAME DIFFICULTY:
MEDIM

15T DAY SCORE
REACH LEVEL 3

ORIGIN

Another updote some two yoars after
the sequel 1o Road Rash, EA's semi-
nal and dlassic bike radng gome.

GAME BREAKDOWN
8

—_—

[]
L]
(|

GAME AIM

Beat the fourteen other competitors
in cach of the long winding courses.
Use violence where necessary, and
even where it's nof,

—
e

]
L]
]
(I

EEEAC

CHALLENGE [T [T ][ ][ |
STRATEGY B[ 111
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his reviewer read that one in

fifty motorcyclists will die in
bike accidents. Frightening isn't
it? And equally chilling is the
cost of all that leather and
Gore-tex, not mentioning the
price for a helmet that will pro-
tect you from first-degree
scrambled brains should you
clip the wing-mirror of a Robin
Reliant (or is it Reliant Robin?).

That's why more and more
people are staying ot home and
Road Rash | and Il {and

open. This may seem ludicrous,
but don’t start humming the tune
to Superstition or ‘I just called to
say | Inu?w‘.
2) Don't t

Robin's Nest.

3) Make sure your feet can
touch the carpet. Sorry Prince. Or
whatever you're called now.

4) Don’t accept a lift from Billy
Idol, Seal or Johnny (Leader of
the Pack). Or share a bus with
Gloria Estefan. Or Bucks Fizz.

41H
Pl

”lLAYER A

_ This looks more like an over 70's
day out than a thrilling scrap on bikes.

One feature expanded on from
Road Rash Il is the little side-on
sequences shown when you com-
plete a race. A crowd of specta-

tors greet your arrival, which is
always followed by a comedy

h ing — evading the cops,
getting splashed. The less well

you have , the more
humiliating the joke.




There are more bikes than ever before, and these are split into three
cotegornies: Rat (customised bangers for povvies): Sports (decent bikes
for mortals); Superbikes
(serious bikes for profes-
sionals with large wallets).
As you progress, your four-
teen adversaries get their
tushes on better saddles,
and if you don’t raise the
prize money to do also,
you're going to look a bit
stupid toddling along
behind.

f—".“;_.

[

A celebrated feature of past Rood Roshes has been, excuse the
French, the Filth. There just os much in evidence in part three, with
outriders patrolling almost every course. Different nations have police
of varying persuasion (of course, you can’t beat the friendly old British
bobby) whe levy varying fines. Unfortunately, they've also equipped
themselves with a helicopter that busts you from overhead.

COMMENT

Well lordy
me, | sup-
pose we
had been
due this
one, EA's
updates
have
become a
bit of @
joke, but
f notf one
apparently shared by you
punters who push them to
the top of the charts every
time. The fact is that no one
has yet out-performed the
Road Rash engine, and
though this is a refined and
faster version of the same,
it's not that distant from
Road Rash Il. I'm disap-
pointed that there aren't as
many new features as |
hoped for, but | still
enjoyed playing it. The
graphics are crisper, espe-
cially the player sprite
which has been ported over
e 1ip-0 P from the 3DO, and the
F-‘“"‘rgi- esting)- sound neatly matches the
Bas. |l % . 3 ' locations. But despite new
bikes and more levels, | still
prefer last year's Skitchin,
which is a more effective

SCaB BOY

_—

That must be the Crossroads Motel

= : g variant on the road racing
Thot l - < theme.
fancies a ride? - ‘
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Well, the
bike is the
same
sprite used
in the
3D0O, but
that's
where any
similarities
i to the CD
srsv game end.
Road Rash
Il is more of the same, with
the expected new bikes and
locations, and a few extra
things to aveid or punch,
but it doesn’t do that over
the second game. It's still
as playable as ever, and
the graphics are notably
larger than before, but the
colours seem dreadfully
washed out giving Road
Rash Il the same unim-
pressive look Skitchin’ suf-
fered from. | imagine there
are very few people new to
the Road Rash series and if
there are then this is the
best introduction possible,
but for the rest of us Road
Rash Il and Skitchin® are
meore than worthy substi-
tutes. Not bad, it just seems
tired now — time for a
rethink if another sequel’s
on the way methinks.

~ One of these will end up in dog food.

Guess which one.

- BEEBRER &~ R

' _\_1 thr-_

HEDGEHOG-
FLAVOURED

One educational aspect of Road
Rash lll is it lets you see all sorts
of wildlife in its natural habitat,
» MC

sound ani-

GRAPHICS

Fasi 3D, with
more roadside
detail and variely

between courses
than before

A slight jerkiness in the frame
update that takes getting used to.

SOUND

The music ond FX
change for each
couniry.

I¥'s often sod
Megadrive Metal
lor people with acne and Bon Jovi
T-shirts.

PLAYABILITY

The old magic is
still there. The
beat ‘em up aspect

is always lun.

I's o bit dated,
next to the thrills of Ridge Rocer
ond Daylona.

LASTABILITY

Rooad Rosh 111 is
the hardest of the 8 l
series. More depth
than the other two

ond a good two-
ployer option,

VEM

The other Rashes
can be picked up for
miuch |E'Si, l:ll'ld

Skitchin offers more
originality.

OVERALL

It's still ticking ower, but this is
one engine that needs 1o be
stiipped down next fime, and
not just overhouled.
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PLAYERS

' | GAME TYPE
_ in PLATFORM )
p— —
'PRICE IMPORT
rﬁ CAPCOM
| T aap———
' IRELEASE outNOw |
OPTIONS 1
CONTROL: JOY PAD
CONTINUES: PASSWORD
SKILL LEVELS: 3

1 RESPONSIVENESS: IFFY
: GAME DIFFICULTY:

1 AVE

. [ 1ST DAY SCORE

! REACH COWBOY LAND I
| bbb
=

£ com—

! Blch, blah, bloh, 85 year-old rodent,
| gutlew, blah, blah, you know all this
i 1 already, bloh.

e

e e

Work out why the circus has gone.
Apparently.

—— e

74 MM SEGA

SUt:h is the low
intelligence
of cartoon
characters,
when i
Mickey and
Minnie ’
decide to go
to the circus
and it isn't there as expected
they figure there's a mystery to
be found somewhere. It doesn't
occur to them that the intro
sequence shows Mickey apolo-
gising for being so late and tha!
it could have just moved on. Oh
no, there's a fiendish reason
behinds it disappearance some-
where deduces Minnie.

Thus, a-leaping and a-run-
ning, Mickey and Minnie tra-
verse Capcom’s platformfest,
changing into an assortment of
designer outfits left to aid their
sleuthing, and bouncing on
more bosses than a company
secretary at an office Christmas
party. Our greatest mystery
about circuses, though, is what
do teenage girls find so fasci-
nating about the blokes who
work on the bumper cars? |
mean, sleeveless T-shirts and
armpit hair down to their toes is
hardly the stuff Mills'n’Boon




e

As Disney
things are
a licence
to print
money,
everyone
wants a
slice of the
action,
This rubs
shoulders
with
Mickey Mania, and the
Legend of lllusion games,
and Hi-tech plan to bring
out Mickey's Ultimate
adventure here too. But a
company like Capcom could
be expected to provide a
more stimuating offering
than they do here. Circus
Mystery is very much o
retread of the Magical
Quest game: beautiful
graphics, relatively easy
action and Mickey put
through a variety of cos-
tume guises, Mr Benn-
stylee. It all adds up to less
than a purse of kippers
when compared to the radi-
cal platform antics of
Earthworm Jim and co. |
know, we mention them in
just about every platform
game evaluation, but less
face it, they are now the
standard. This isn't, howev-
er pleasant, anything to
shake up the platform con-
SEnsus.

Punctuating the levels are o
series of marked blocks. These
act for the most part as plat-

forms, but others have other use-

ful properties. In time the-hon-
oured tradition, these include:

GREY BLOCKS: Yer basic,
run-of-the-mill, ordinary [
platforms,

GOLD BLOCKS: Climb
on ‘em or throw ‘em —
the decision is yours.

RED BLOCKS: Same as
the gold ones, but reap-
pear after use.

SWING BLOCKS: Use - .:-‘53

these to... yes, swing, 1o a >
higher plane.

TIME BLOCKS: Freeze
the timer, funnily enough.

STAR BLOCKS: When

thrown, these zing around .

the screen for ages, killing
all in their path.

ARROW BLOCKS: Moves .
in the direction of the
arrow.

TREASURE BOXES: Goodies

galore when the ring is
pulled. Young man!

or

i

s

My, the

platform
game has
come a
long way
in the past
year or so.
Whilst we
now take
the likes
of EW) for
granted in
terms of state-of-the-art
animation and content, it is

only when mediocre efforts

such as Circus Mystery come
along that we truly appreci-
ate how lucky we are. In all
honesty, there’'s nowt mas-
sively wrong with Mickey
and Minnie‘s latest outing,
but Mickey Mania does it all
so much better, making this
look very tired and deriva-
tive. Circus Mystery has
some great ideas in it (the
hook swings and costume
changes, for example), but
it is very formulaic and pat-
terns tend to emerge very
quickly for disposing of
bosses — and it uses burst
scrolling which is unforgiv-
able. The Megadrive is
swamped with decent plat-
formers, and with EWJ and
The Lion King at the top of
most people’s buy lists, |
doubt if Mickey's latest
escapade will appear on
many shelves.

Mick and Min bump into a few of their equally-old cartoon chums along the way, and are offered a variety
of costumes to help them on their way. The collected outfits can be worn at any time, and the rodent duo
modestly change behind a handy curtain — thankfully, as I'd hate to think what o pensionable mouse's
bum looks like. and here we have our models wearing...

SWEEPER: From the Donald
Duck collection, this beautifully
toilored blue suit comes with a
handy vacuum cleaner which is
handy for sucking up bad guys.
Extra batteries line the route for
maxi-
mum
fashion
efficien-
cy.

SAFARI: Safari, so goodie as
Christopher Biggins used to say.
When he was working and not
allegedly nicking batteries. With
hooks attached to the lovely
khaki cuffs, these make climbing
vertical

inclines

and swing- i
ing from T A
convenient- _F ™
ly-placed Waoeer v
circets 0 bpr 3T N3,

R Bl

WESTERN: Including a full
hobby-horse and pop gun
ensemble, these crucial cowboy
clobbers also endow our heroes
with fast-poced running skills —
also known as ‘The Desperado
Dash.’
well, we
did warn
them
about the
beans...

L e

S

4o T T 7 -

Attroctive sprites
ond backdrops, and
o wide variety of
tolourful and
detoiled bosses and
backdrops.

The use of burst scrolling is

Twiddly-diddly- |
biddly tunes.
Extremely forty

effects.

Getting to grips
with the costumes
is fun, ond there
are some neat

PLAYABILITY

hidden bonuses.

The controls are often o bil

" LASTABILITY

70

Maderately tax-
ing, and three diffi-
culty levels.

VEM

Uh-uh. Sorry, but
there are dotens of
better platiormers
than this.

68

' OVERALL

Two years ogo this would have
been fine. Nowadoys it looks
as creaky and dated os
Michoel Mouse himself. A
senile old fort of o platformer.
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GAME TYPE

BEAT EM UP

PRICE TBA
BY SEGA

RELEASE FEBRUARY

OPTIONS

CONTROL: JOY PAD
CONTINUES:PLENTIFUL . OH YES
SKILL LEVELS:8
RESPOMSIVENESS: 5LO00OW
GAME DIFFICULTY:

AVE

15T DAY SCORE
Beat six fighters.

SNK's sword-wiclding coin-op makes
a belated debut courtesy of Sega,

Slice your opponents into sushi. Or
kick them 1o death. Whatever.

76 MM SEGA
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t was a time of heroes... Yep,

these and countless other
martial arts movie cliches are
continued in Sega’s conversion
of SNK’'s Samurai Shodown
coin-op. In addition to slow-
motion fight scenes, OTT oppo-
nents, and a dreadful sound-
track, Shodown also manages
to cram in all manner of deadly
weapons and pets. Just for the
kiddies, like.

Baosically, Samurai Shodown
is Street Fighter with swords.
And pets. Within a strict time-
limit, the main aim is to reduce
your foe to the size of o dozen
stock cubes using whatever
special moves you have mas-
tered. If not, he’ll do it to you
and you'll end up looking like a

-pile of mince. And that's it.
Expect a sequel set in the
months between June and
August, though. It's called
Summery Shodown. Titter.

THAVES I GHTIN GRADK

Samurai Shodown's eleven fighters are a motley bunch, each of whom has differing skills. In
addition to the usual Ninjas, mutants and fot blokes, there's a guy colled Galford who has o dog
which mucks in and bites people (it's called Poppy, so that must mean he has ‘Poppy Power.’ Suit
yourself), whilst Nakoruko has winged help in the shape of an eagle. Similarly, mucho swords,
knives and throwing stars are in order as the player traverses the world, duffing people up, avoid-
ing bombs lobbed by passers-by, and chopping up the straw dollies which appear in the bonus
round. Oh yeah, and there's also this cool bit where the two fighters lock weapons and whoever
taps the attack button the fastest knocks the other's weapon out of their hands.




I don’t care
much for
Neo Geo
gomes,
which are
usually
99IMEGS of
graphics
and TMEG
of game-
play, but |
didn't find
Samurai Shodown toe bad
compared with comparable
Megadrive beat ‘em ups. The
graphics are lovely, despite
losing the scaling, and some
of the ideas like the vicious
pets almost verge on the
original. My main complaint
is the sluggishness of the
characters. If the game had
been faster, this comment
could have been quite differ-
ent, but as it stands, 55 is not
an A-grade combateer,

WA AR,

How many times have you played a beat ‘em up only to find you
can clock it by repeating a set process? Samurai Shodown attempts
to thwart anysuch actions with the addition of a ‘Rage’ bar Every
time your opponent concedes silly hits or damage from a set pat-
tern, a bar at the bottom of the screen begins to grow. When it is
completely full, the niggled character flushes bright red and
becomes more aggressive than before — similarly, their hits are
also twice as harmful than before. Still, you know what happens
when you tease someone too much...

The origi-
nal NEQ
GEO ver-
sion of this
weighed
inata
mighty
100MEG,
so it was
obvious o
few odds
aond ends
would be lost in the conver-
sion to the Megadrive. As
such, the sprites are small-
er, Earthquake is missing,
and the zoom mode of the
original is on the scrap
heap. Sadly, most of the
animation and speed of the
MNEQO GEO game has gone,
too, leaving a very average
beat ‘em up which will line
up alongside Art Of
Fighting and King Of The
Monsters in the conversion
route to obscurity. Samurai
Shodown is a fast-moving
beat ‘em up which, whilst
very derivative, has enough
novelty value and playabili-
ty to make it worth invest-
ing a few quid. In this con-
version, though, the moves
are sluggish and a little
hit'n"miss and this makes
the game a bit of a chore to
play. Basically, there is a lot
of wasted potential here
and | doubt if even die-
hard fans of the coin-op will
persevere with this.

Colourful spriles
aid hbduimps,
whith ore brilliont
— until they move.
¥ Sparse onimog- i
tion, and no real flow 1o the pro- I!
teedings. !

¥ The worsl music.
Period, No, really,

the music in ihis is
simply foul. The
eHedts are cap,
oo,

" PLAYABILITY

A modicum ol E
enjoyment lo be
gained from the
spegiol moves,
¥it's too
hit'n’miss to be taken seriously.

¥ JI

e —

T e i

LASTABILITY

" Despite the wide I
range of fighters ond |
locations, ond the
ten skill settings, this [
just isn't excifing .
enough ond rorely proves oddic-
Tive,

T e T | S Y

VEM

There are better |
beat ‘em ups oround, '
Have you ever heard 1
of MKIN? |

 OVERALL

Not completely awlul, but too
flowed to recommend and a
very average coin-op conver-
sion,
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-~ 32X REVIEW GOL

ith @ name like Fred Couples, he

was all set to be a game show MAG AZINE
host. Perfect for the likes of the long
defunct Mr and Mrs (be nice to each
other). The catchphrase was ready
and waiting: “I'm Fred Couples,
now let’s bring on the couples”.

But instead, Golf become the

career path of the mysterious
Fred (well, mysterious to us on

I-B l 2 this side of the Atlantic). The
MEG slacks and V-neck pullovers

PLAVERS were regulation gome show, -
GAME TYPE but the setting was pastoral :
JR— and the action fast and furi-
ous. Well, fast and furious
compared to putting Ethel in a
soundproof box with a pink frilly u

TBA blindfeld en. And it came to pass
that even slacks-wearers were buying
Sega’s new subversive console add-on,
BY SEGA the 32X. And they fancied a next-genera-
tion stroll en seme choice greens and fairways.
So Fred agreed to front a collection of 32

RELEASE MARCH ‘great’ holes, a sort

of ‘Pantene —= : ? ik
OPTIONS rrovpor [
|

excellence’
CONTROL: JOY PAD of golf

CONTINUES: BATTERY SAVE products. "'"_'

SKILL LEVELS: 1
RESPONSIVENESS: OKAY
GAME DIFFICULTY:
MEDIUM

1ST DAY SCORE
6 OVER PAR

ORIGIN e .| TROLLEY DASH!

Before you start knocking balls, you must define

Endorsed by America’s Golf mage- ;. your player. The battery save is capable of storing
tine, and concerning the ancient - o dozens of your created golfers, and also recording

game of stick and ball eriginated at

S0, Androws the statistics of their performance whenever you

play with them. First, a series of mugshots of cos-
meticolly-challenged men and woman are offered,
then a potentially lethal choice of tops and bottoms
in the apparel department. Yoe can also have a
rummage in the contents of their golf bag; select
your allowed fourteen clubs from the range avail-
able; even change shaft and head materials. Lastly
you select your tee colour. This determines which of
the four tees you commence from. Picking the red
[neminally the ‘Lodies’ tee) brings you a lot closer
to the hole than the blue or black.

STANCE

Reveals your position relevant to Affects ‘draw’ and ‘fade’, o
the hole. bending effect similar to hook

ADDR Ess ?r:‘ddu::cd'il but here deliberately
YOURSELF

Preparing the shot or

‘addressing the ball’ is an

important procedure for the
Cover o set series of holes (1-36) in p&l’fﬂfﬂ shot. The fﬂ"ﬂ‘l\finﬂ
o5 few strokes as possible, with functions should be used
ether minor game variations on before you swiﬂg it:

G”E‘I.
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32X REVIEW
TWO COURSES,NO COFFEE) T T T [

The 36 holes on the cart are cherry-picked from some of America’s
top courses, giving o good mix of short and long, woodland, links PP
T anl= 7

and desert courses. Some noticeable attractions are those with .
mation, and some

island greens set upon huge water hazards. . holes whass ke
Derivations of play are offered with Fred's subtle colourings
favourite holes, a long 18, short 18, S i work well,
toughest holes (‘The Gauntlet’) and an . - ; | ; 1 Huge unexploited potentiol —

option to create a custom course of any : i animations, more colour, camera
length. L : angles. A dull-looking game.

SOUND

Mot much in the |
way of sound or
music, despite the

occasional com-
ment or birdsong.

PLAYABILITY

Playing os a
group can be ’
enterfaining ond,
nol any less

The swing mechanism is

Locks features and depth that

PGA TIPS oy e gy o e

almost identical to that of
EA's PGA series, reinforcing
the noticeable similarities
between the games. One
button tap starts the power
meter, another stops it at the
desired amount, then a final
press is required to time the
swing to avoid hook (bend to

the unil might have provided.

LASTABILITY

Recording the
stats of your created
players is good

ilid

36 holes is well

the left) or slice (bend to the below the count of comparable

golf simulofions.

VEM

Not a serious
improvement on EA's
three year old stan-

dard, ond thot's now
much cheaper.

OVERALL

POSITION LIE

Alters the distance from which Vital on the green, but you can

you actually hit the ball. look at the ball lie anywhere on
the course.

3
£

Not that bad in its own right,
but the golf gomes for your
Megadrive are every bit as
good.

1
£

i
i
i1
i
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PLAYERS

GAME TYPE
RACING

=
PRICE  £39.99

(r ;ME WARNER

g

e

UFI' IONS

CONTROL:JOY PAD
CONTINUES:PASSWORD
SKILL LEVELS:4
RETPONSIVENESS:AVERAGE
GAME DIFFICULTY:

AVERAGE

TBA

e

4 15T DAY SCORE
NA

ORIGIN
Domark stormed the world of racing
games with the highly successful FI

o couple of years ogo and they now
maoke the jump from cors to bikes.

o

GAME BREAKDOWN

Equal the mastery of Barry Sheene
on the werld"s circuits withoul rely-
ing on the planet’s metal resources
i to keep your legs in one piece.

“‘# s i ok

t was a time for herces. Man and machine

fused in a gleaming high velocity mass of
chrome, steel, leather, and flesh. Travelling at
speeds in excess of 150 mph on death-defying
courses, danger was something you ate for
breakfast, and then went back for seconds!
Glomourous Uber-babes wilted over the mounted
masked knights of this golden era, saluting them
in their race towards stardom, but ditching them
when they can home in traction. Oh yes, the hal-
cyon days of the 1970s and the glorious sport of
racing silver dream machine Superbikes.

Lately the sport has been going through
something of a renaissance, attracting a whole
new generation of budding Barry Sheens. The
likes of Scott Russell are zooming around the
world's circuits sponsored by major manufactur-
ers. So to reflect this new found popularity,
Domark have teamed up with Kawasaki to pro-
duce the Superbike equivalent to their excellent
hit of a few years ago. I-hpannurhﬂuuﬂw
your motors running.

DODGY CIRGUITRY

It's a long way to the top of the championship
table. In all, 15 tracks have to be successfully com-
pleted to claim the title of Superbiker. Not only are
you going to be chewing a lot of tarmac, but also
jetsetting across to some of the world's most exotic
and weathertorn locations. Each track has its indi-
vidual weather conditions—all of which must be
taken into consideration when selecting gear ratio
and tyre type pre-race. Any track is selectable for
the odd prac-
tise session or
two, and you
can even
have your
very own mini
championship
by selecting
any number
of the circuits.




e e e e e
e
i & Y SN m E

START YOUR ENGINES, PLEASE

Aside from your everyday roce agoinst the world champions of -
bikes, you can also select a number of other play options. Hm;uﬁpi:r
you fancy a boost to your performance, you can select the turbo
option and whizz around the selection of tracks at a higher velocity. If
this isn't your thing then you can
always plump for the mano e
“mano race with the CPU, or alter-
natively opt for the split-screen
‘race ogainst a chum. There is the
opportunity ta raise or lower your

rank in the championships. The
default setting is amateur, but

of the expert bikers.

THEPITS

Domaoged bike? Need to change
your tyres for different weather?
Feel like trying your hand at
manual gears? What
you need is the pit-
stop. Once you've
entered the areo the
choice is yours via a
selection of options
menus. Remember a
tew seconds in the
pits. could save you
valuable time in the
rest of the race.

107 e 3zear

rap az b i

COMMENT

Megadrive race games have come on in
leaps and bounds since Super Monaco
(which | have always hated). F1 was one of
the best steps forward, and Kawasaoki builds
on its success, with faster, smoother frame
rates and expanded play features like bike
damage and the effect of weather. It only
suffers from a rather dowdy appearance —
caused both by the simplistic polygons and
the dull colours, However it does have o
really good racing feel, quite different to F1,
and convincingly like that of a bike. |
wouldn’t expect this to capture the attention of any other
than bike freaks, but it should be a firm favourite amongst
them.

there's always the added challenge

(FTA K _."
Lanidl albes
: - w:rh PR S O
SHFTERAL IR s
*

looks a
touch
dodgy. |
mean let's
face it the
colour
palette
and the
blocky and jerky graphics
aren’t anything ground-
breaking. But beneath this
facade lies a nicely
playable racing game with
a substantial amount of
surprises. Obviously a great
deal of time and effort has
gone into the feel of the
game—small differences in
weather have a subtle but
often dangerously slidey
effect on the traction. In a
similar attention to detail,
the tracks have enough
variation and challenge to
keep you going for a long
old time. My only real quib-
ble is with the graphical
offering, as this is really not
the kind of thing that
should be gracing our
Megadrives nowadays.

A highly realistic
feel to the bike and
the tracks hos been

GRAPHICS
incorporated.

If only some -

more time hod been spent on the
visuals to make this o more

Nothing really
spectoculor. The
E‘I'Igil'lﬂ noises ane o

bit whiny ond the
incidental music is
on the poor side.

PLAYABILITY

86

After initiol
handling difficul-
ties and o fair
omoun! of over-
steering, you'll
find yoursell pushed to the limit
chasing after the opposition.

LASTABILITY

o4

14 standard
tracks, eight hour
endurance track,
and all of the play
options are o good
sign for a long life

VEM

Not quite cul-
price, bul neverthe-
less o sensible price

tug for a pretty good
product.

OVERALL

Behind this ugly duckling lies
o huge amount of superior
programming that results in o
highly realistic racer,

MM SEGA 81
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PLAYERS

GAME TYPE
SHOOT ‘“EM UP

|RELEASE  MARCH

CONTROL: JOY PAD
CONTINUES:EZILCH
SKILL LEVELS:2
RESPOMNSIVENESS: STIFF
GAME DIFFICULTY:
AVERAGE

"~ 1ST DAY SCORE
BEAT SECOND BOSS.

ORIGIN

A long ovendue conversion of o dhas-
sic Amigo gome.

BR[O
STRATEGY W[ 1117

Shoot lings wiv yer layzers ond doj
aylien bullits,

TIME WARNER

lar note, but equally hot
was a completely origi- W
nal blaster released by Jf~—3+"—
Sales Curve (you ’
know, the guys whe
became Storm,
Windy, and eventual-
ly SCI) called SWIV. A
vertical blaster, it was
famed because A) It
was pretty good B)
because it loaded as it went
along, meaning there was no
annoying waiting around.
However, as the i
doesn’t load at all. Ever. What
novelty value can it offer us
hard to please Sega types.in
order to beat off fierce competi-
tion from the blasters already
out? Well, read on and you'll
see. Lozy sods.

‘Power-Ups, Power-Ups, where for
art thou, Power-Ups?’ Well, actual-
ly they're hidden in q variety of
places. Most conspicuous of the
bunch are the large protective bub-
bles which are found within glow-
ing canisters. These surround the
player's craft and moke them tem-
porarily invincible, but also serve a
secondary purpose — becouse if
you choose to shoot them rather
than wearing one, they white out the screen in o
‘Smart Bomb' flash. Yer basic craft is also armed
with three weapon types at the beginning of the
game, but the yellow cylinders which puncluate
each stage contain a series of power-ups for each
(adding three-way-fire, etc), and homing missiles
which are released using the C button.



= -

GRAPHICS

Erm, there's o
lot of them...
Sadly, the

sprites tend 1o flick-
er and everything is
mud-coloured.

SOUND
% : : e ) ¥’ unmneﬂ;;:l:m
A HISTORY OF TIME BS " eemes | = |72
RPN,

QX this ls’u imaginative music.
g DN

(?éﬁ& “7;.-; EVE‘E me
L TP back fomy PLAYABILITY

VIV came about becak
¥ears ago SCI had han-
dled a conversion of
the Silkworm coin-op
for Virgin. The .
resultant conver-

sion was really cool § | T T P A e : o  Slays when
for the 1iml_. and e ; | - R J e . d | worked You know whai 74
ideas were hatched A0 R e o 13 w . E on an you're in for and
for a sequel. At (TR L Rt . Amiga this is o very solid,
However, SCl couldn’t N&© 'l . . mag, and the days when a bosic blaster.
get hold of the rights, so frill-less shoot ‘em up could T8 joop o J
thoy storied ek s ¥ - wow the gaming fraternity. uT_luI fo cunl.ml and the ‘chopper
game which was different N .2 || We've come a long way st =
enough not to infringe copyright, T since then, and the well
but also retained some of $e.1 ] overdue Mega SWIV just
Silkworm'’s better ideas. “'Il..li,. - = " doesn’t impress like it used mTABILl"
although Silkworm was a hori- — : to — mind you, a lot of this .
zontally-scrolling blast with loads can be put down to the fact Plenty of levels
of power-ups, SWIV became o that this isn‘t half as good and inventive boss- 67
vertical scroller with the same i o as the Amiga original! The os.
power-ups but a few more added i once elegant sprites have Frustration ot the
for good measure. Similarly, e g “7" | been replaced by chunkier, f’""" { ile Is aamoyt
unibli b0 oull the S Sikwin i 7 Gy lard-ass versions which oss of life is annoying.
Il they skipped two sequels and LTS ; stroll across the screen as
opted for SWIV — an acronym of ‘ol they blast away at the flick-
Silkworm IV! The basic idea R ering alien hordes.
behind SWIV is that an unnamed Similarly, the weapon VFM
alien menace has invaded Earth, upgrade system isn’t half as
and has laid forfresses and e i Ty ot el e simple as it used to be and e
enemy squadrons all over the oA hes e unless you have the right 4 ”T‘ “:"' i
place. Jumping into either o jeep 15 ST P gun at the right time, things T
or a helicopter, the player must ol et B gets stupidly limiting. Mega e
blast a path to the final boss. Va7 2530 =5 v SWIV dates back to the
However, each of the vehicles : 2 P, e days of ‘meat’n’potato’
has its advantages and draw- TSNSy TS [ blasters — sadly, we're all
backs, making for a slight strate- Rt ol ] - used to cordon bleu ones
gic bent to the action. But only a like Red Zone and
slight one. Probotector, these days. OVERALL
¢ There are a few plus points
s _ (good boss design and lots
c o " " “ r to shoot) but this never
F ; comes close to impressing.
s Steve talks about frill-less, te that | weuld Oh yeah, and don’t play as
8 add thrill-less. Playing SWIV is about as the jeep — it's utter crap.
stimulating as double Algebra on a late
Friday afternoon. SWIV is a relic of past Whilst filling most shoot ‘em

: gaming days, with simple scrolling action,

R tas, this looks and
-!.f' \é— and a limited amount of levels (compensat- e o s ot 48

plays like a recently dug up
fossil. An odd choice for
release.

‘ d for by over difficult gameplay). The
graphics are dull (most of the conflict seems
to take place over Emmerdale) and the
sound lacks any of the explosive comph of a
top-quality blaster. Basically one to avoid.




¥> MEGA-CD RE

PLAYERS

GAME TYPE
SHOOT “EM UP

PRICE £34.99
BY ACCLAIM

RELEASE  MARCH
OPTIONS

(ONTROL: JOY PAD/MENACER
CONTINUES: NONE
SHILL LEVELS: 1
RESPOMNSIVENESS: GOOD
GAME DIFFICULTY:
AVERAGE

15T DAY SCORE
7,552, 529 - ed
possibility that one
day long gone rela-
tives will rise from
ORIGIN the ground and

Along the lines of Probe's seak vengeance,
Terminator 7 orcode conversion, but The zombie

with FMV footege for the sprites and screen heritage is

———— now set to join the interactive generation in
Acclaim’s latest shoot ‘em up adventure starring o
cast of a million zombies and one mad scientist.

GAME BREAKDOWN a Lieutenant in the American Special Forces,
pu must locate and destroy the crazed madman
Hellman and his monstrous
hions before they seize the
pyard and threaten the
xistence of humanity os
fow it. Spooky stuff!

ROOTS MAN

Particularly useful are the Datura plants.
This rare local root can be made into an
ointment which can be applied as either
o cure against energy-sapping zombie
bites or to coat your amme, making
them fatal to zombies.

AL

Guide your cursor of o fast poce

atrass the soreen fo defend yowrsell
and your friends ogains the blood-
crared rombie onslought.

84 MM SEGA 3



Excuse me, sir, you seem fo be wearing o
Paused logo on your jerkin...

It's 8:38 and for the first time today we

ask “where are you Keith?"

Let's face

it, FMV
games
5 don’t have

: a great
track
- record.
e What is
TH T~ . wsually
+ built up as
the next
fully inter-
active experience, ends up
being a fuzzy outing for
second-rate actors. So when
it came to sitting down with
Corpse Killer, naturally |
feared the worst. However
after playing for a short
while, | found myself
strangely drawn into the
world of gunning down
zombies. There's no deny-
ing the graphics leave a lot
to be desired — grainy
FMV, and some badly ani-
mated zombie moonwalk-
ers —, but at least this time
they've adapted the action
to play more like a game.
One of the better products
on the Mega-CD market,
but still ne must have.

good
revelving around voodoo —
and as a horror film fan
this was enough to get me
interested. But the game-
play is just soooo poor it's
unbelievable. This is a sec-
ond-rate Operation Wolf
with the player just moving
a poxy cursor on to crap
sprites you can see coming
from a mile away. Yes,
they've tried to add an ele-
ment of strategy and the
links are very nice, but you
still come back to the tatty
shooting gallery. This is a
massive step back for
Digital Pictures who seemed
to be getting it right with
Double Switch. This game
has one thing in common
with its zombies: it stinks.

[ PLAYABILITY

| GRAPHICS

One of the more |
graphically interac- F
tive litles. |

|
|

But still grainy
FMV and far teo
mutch repetition in the rombie !
oHocks.

T L P

T e Y T S

| Meaty pings and - ".I
i tombie squeals
| pepper the music. .

¥ Not o greot deal
mare, and the

speech is olien cul short by the €D |
updating. |

| ] }

Strangely fun fo
play — particular-
ly if you're a fan of

arcode shooters.

7 It does get rep- i
elitious refurning te the same |
locotions time after timed.

J
’

P T T R ———

LASTABILITY

The difficulty set- |
ting is sufficient to !
make sure you don’t ‘

complete the mission
too quickly. ' ]
But the lack of real substonce |

J

|
|
|
|
|

could inspire boredom.
B

A real boost for |
under serviced |
Mega-CDs. !

¥ But you could get
50 much more game i
lor the same amount of cosh. |

-

OVERALL

et

'_n_\___'l
| P
A reasonable FMV effort with |
even some elements of '
humour, but couldn’t hope to |
be anything more than a two- |
dimensional real actor blaster, |

MM SEGA 85



though
Ristar bor-
rows
- . almost all
e - - of his fea-
: '- - ' tures from
FEERUARY ' ; Sega’s
i\ past plat-
. . ' . form
PLATFORM : heroes,
_} / Sega have
certainly made a huge

Tradiﬁona[ly, Hollywood is the . B : effort to ensure that the
place to hang around in if you . ; - &g graphics and gameplay are
waont to become a star. Day or ' f of top quality. Almost all of
night you can guarantee that the features from the
downtown LA will be full of Megadrive version have

nubile young wannabees — all ' , made their way onto the
high on hope and without a . smaller screen, and it's
chance in the world. But there's a ' _ - these Ie-_utures that make
place that's even more competi- "3 _J Ristar slightly more appeal-
tive than Hollywood, and the ¢ ing than the usn:lui Sonic
stakes are about four times as B » ; clones. And unlike most of

high. And it's just down the road & 'S \ its rival handheld games,
from LA's stamping grounds too. . there’s plenty of levels and
Yup, in Silicon Valley, hope- . P the g_ﬂmepluy is quite chal-
fuls are striving to hit the big ' lenging, too. Adrn_mea.:lly,
time as young as six months old, - _ the concept is derivative of
and the scary thing is that by the - : il ' ) g almost every other plat-
time they're around three or E B - Bl former going, but it's still
four, their careers could be over. b g . - damned good fun and the
Like forever. And then of course, o e \ graphics will C'eﬂ'ﬂirl"f give
they’re stuck with names like o~ haggard looking handhelds

| Dynamite Headdy, Bubsy and -~ _ a bit of a facelift.
James Pond and subjected to '

: ridicule for the rest of their lives. - . -~
{ But budding young Ristar has an m i Y AT

{ advantage over all the rest —
you see he's already a star. No, | s HOOTI N G STA R
‘ mean he IS a star. Really ;
- If you stumble across some doughnut-esque rings on your travels,
| don’t ignore them in your hastiness to travel ever-right. Ristar can
1 c o " "‘ " swing on these discs and if he does it for long enough, he goes all
' sparkly. This turns him inte a sort of super-star, and by letting go of
l button two, he'll promptly whizz all around the level. Sometimes you'll

this is need to do this simply to get through a level, but if you use the but-
pr ] tons to propel yourself higher, you'll gain a height bonus at the end of

the 16bit each stage.
game than
| would
have
thought
possible.
Granted,
S’TEVE the stages
aren’t
quite as busy as those of
the original, but this is o
fine conversion and no

in conversion WE'RE GONNA MAKE YOU A
ettt STAR (OH YES)

Sonics of the worlsl, h"'.‘ - Och Ristar, you're so-oo good aren’t you? Not only can you scale

the Game Gear Ristar is walls, and generally swing yourself all around the shop, you can use
more_thun S :_md your special extendible arms to dispense of any of those cheeky wood-
ceriainly better ftm" Triple land creatures. Want to get rid of that nasty blue blob that's blocking
Trouble. It doesn’t offfer your way? Simply grab hold of him, bash him against your bonce and
anything new, but it has the he's gone. And you can, like, interact with the scenery too. Yup,

Blimey,

ioke Ristor one of
¢ hondheld heroes

Great graphics, great game-
play, great package, but little

playability and more than Risters can use his arms to hold on to floating flowers and othersuch originality.
. enough stages. Smart. airborne devices, which hopefully take him to previously unreachable J
5 areas of each level. -




A s

VERE ART
YOU ALL
COMINK
FROM?

As in the MS version, the player
guides Hefty Smurf through the
assorted caverns, forests and
waterways which make up the
path to Gargamel's castle.
Once again, the evil garg is upt
o his old tricks and has whisked
Smurfette away to his costle
knowing that, as the only
female, the Smurf race is
doomed without her. Thus, a
series of platform, boat and
obstacle-laden stages await
Hefty's attentions, whilst any
ails can be resolved using the

._%.“_?

many fruits which adorn each
stage.
- Y %

N\

21z
|

W& got a phone call the other day from the peeps at Infogrames.
When they announced the arrival of their Smurfs game for the
Master System and Megadrive they sent us little Smurf toys of every
description. We got hunting Smurfs, cannibal Smurfs — even a
Smurf snow shaker thing. Anyway, we'd forgotten all about these
when we get o call from them asking if we'd seen the cover of one
of the day’s newspapers. Apparently, a Smurf figure had been sold
for over a grand and it was idenitcal to one of the ones sent to one

of the mags!

Anyway, in a more roundabout way than usual, this little tale
brings us to this Game Gear version of
the Infogrames platformer. | know there
isn't a great deal of relevance between —
the intro and the game, but as this is @
basically the Master System version port- ‘5o
ed to the handheld, | thought you'd be i
familiar with it already. | mean, you're
not thick are you?

" Smurfette gets down and dirty (net pictured),

e ?%’*ﬂw‘ S
The Smurfs have been doing the rounds
over the past couple of months, so it was
about time that the trusty handheld had a
look-in. On all formats the Smurfs have
made quite a hit, and the Game Gear is no
exception. The graphics are bold and
colourful, and the gameplay is varied and
simple enough to make the experience a
joy. Nothing too groundbreaking in the way
of platform originality, but at the end of the
day, a sound investment for fun on the

move.

COMMENT

I thought
the Master
System
version of
this was
cool. It was
playable,
untaxing,
but varied
— perfect
STEVE 8bit fod-
der. .
What's more, what goes for
the MS version also applies
here as te two games are
virtually identical with the
levels and features which
made the M5 game so good
translated locl, stock and
barrel. Granted Game Gear
owners aren't quite as
starved as Master System
owners for good games, but
this is one of the best plat-

formers I've seen make it to
a handheld.

a

Bright and well defned, but they tend
to show down every now and thea

Yap, there's definitely sound. And it's
mire than adequate

A little Frustrating of times, but perse-
YEranie |‘||'|n!'| § wariely

Tough and londs of stoges. The perfed
[ombinatan

Normal price. Loads for your wongah.

Once again the doted heroes
prove they've still got what it
tokes in the gomeplay arena.




Jun when arcade gomes had started to get in o
rut, and the oenly way to liven up a shoot ‘em
up was to bolt an Uzi on to the front or put it in a
huge static cabinet, Sega took the humble blaster
into a new direction using o hydroulically-moved
cabinet and state-of-the-art sprite-moving tech-
niques.

The first gome to utilise such a system was
Space Harrier which dropped o red-sweatered
sprite into an alien-infested planet with no
means of protection bar a large
bazooka tucked under his arm.

As the assorted chequered planet
surfaces whizz beneath your feet, .
wave after wave of aliens come " This is the
with it, spitting forth streams of )T Tl biggest
oval laser bolts. At the end of 1l - . mistake
every stage lurks a boss of some o i AP - Sega could
sort, and the usual method of St ) i’ e i possibly
shooting them loads of times e b 4 : : make.
comes into effect. But you proba- . ' i o i With the
bly knew that. 32X they
should be
e . . taking things forward, not
bringing attention to
decade cld games. So what
if the conversion is spot on?
Panorama Cotton looks
more impressive. Space
Harrier was okay, but only
okay in its day, but today it
has the same appeal as the
Gary Glitter gang show.
The truth is that this is all
Sega have for 32X owners
in January. Talk about ‘in
the bleak mid-winter’.

AN oToaRdd

A A large 32-bit
monster — yoiks!

ver heard the phrase ‘a b o il e v < s dger P R T N IR R O

quart in a pint pot'? Well, it
can best be used when describ- I"‘—\_l —)
ing the unlikely conversions of ﬂ
past Sega coin-ops over to ﬁ
humble machines like the Cé4,

Spectrum and Atari 5T. As Sega
were wowing arcade-goers
with speedy spritefests like
Space Harrier, Afterburner and
Power Drift, owners of little
home machines awaited con-
versions they hoped would cap-
ture the look and feel of the
arcade gome. Some hope.

As such, C64 owners made
do with a version of Power Drift
without the original’s rotational SEGA }
scrolling, Spectrum owners
were chuffed(ish) with a wire-
frame Ferrari in OutRun, ond
ST owners didn’t bother buying
Galaxy Force Il because it was GAME TYPE SI'IWT ‘EMUP |
so crap. Now, however, in R
these days of 32-bit plug-ins, . "
our home machines are more
than capable of recreating the
great coin-ops of the 80s.
Which is why Sega have con-
verted Afterburner and its Top
Gun-style tomfoolery to the 32X
lock-on, stock and barrel. At
least | suppose that's why
they've done it.

88 MM SEGA



BOEIRE il

| used to really like the Space Harrier coin-
op but, without the thrill of @ moving
machine and some nine years after its
release it isn’t half as impressive these
days. When you consider how we take the
likes of Virtua Fighter for granted, and
enjoy sprite-based blasters far more com-
plex than Space harrier, it makes you won-
der why Sega bothered with this conversion
— it's not as if it offers varied gameplay! As
with Afterburner this is a pointless conversion, and isn't like-
ly to endear the 32X to the buying public.

INTACTUS

Fans of the ageing Sego coin-op
will be well chuffed to learn that
avery pixel of the origihal has
made it o the Glade Mushroom
lockalike. From the take-off on
the good ship Afterburner, the
game faithfully recreates the
canyons, forests and nightscopes
of the arcode game. Similarly,
the re-arming and re-fuelling
screens have made it across, as
have the post-stage interludes
where the OutRun car makes a
snecky comeo appearance.

YOUR ASS

When a path has been blown
through the many stone heads,
flying insects and gun-toting
droids which inhabit each stage,
one of several boss sprites makes
on appearance. The first is o
snake-like dragon which weaves
in and out of the screen, whilst
others are a selection of stone
heads or a larger version of the
mid-level robots. These fly in and
out of the screen until they are
blown out of existence. At which
point the next named level is
revealed.

4 Attack of the jelly beans!

81

4, el 1he boviss dre jwid a4 good
# all tht time ogo.

Harribile in-game musi. But of least ils

thon Abterhemer, but the sprine
affen seems o limle his or miss,

seen @ roupheal bowe il all
g 0 lintle somey

e ihi Mgodwe wersion (but
pharying if). Best 1o chick o it

OVERALL 49

Another 32X non-starter. Why this
wos considered for release is l
_h-Eeylan{I U,

g sprites ond detoded bock-
op. Arosde perfect. in bad.

Bomgs ond whizzes gabore, and rather weak
rEraont :J e et angdl dlﬁiﬁ l

g s enwy Flok & plansiful
i o leweds 1o koep you busy...

Sadly. mast of tham are prefry much the
vema, with litle methad ja the actan

';u it is induI:‘I urcade -
ut some eight years
dated and lljlulhw.
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GAME TYPE SPORTS

u MEANMHiHlSprJ“
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Ihlmﬂdlmdh rum

' promises fo be one o

| in-depth and informed

L ) thnmhuﬂh-numdhidt |

Well the chaps are outon
the field limbering up, ready fo

. face the tackles of the oppoesi-

\ fion defense, Playability and
Lostability, But as we all know

, the real challenge comes from

- the ultimate in quarterbacks,

. the old pro Overall Score. Well

- os | speak the crowd are begin-
" ning to cheer the start of :

- and the cheerleaders are call-
ing out the chants for the stacks
of stats, the inclusion of every
player from the NFL, and the
four-player facility. So let's gﬂ
down to the sidelines on the
road to the bowl.

ALL STAR
ACTION

All of the players from the 48

teams in the American National
Football League are included in
the game. The combined statis-
tics from each individual player

have been used to build upan & = % Now we're back to abysmal graphics and ani-

overall team rating—allowing
you make your games as evenly
or unfairly matched as possible.
Plus, in the fine tradition of
Accolade titles you can admire
the digitised images of all of the
athletes in their glory.
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| field. I reckon. -.’%5'4"# N L ;‘{,‘.ﬂ J“I'E-;‘\

be for you, but if you want a
e : ' I* H‘ game you can plug in and
wwszw | : A, plu-r, then I'd stick to
I " . LTy F J i Madden.

i‘ % bled a couple of the sequels) but this is

Recognising
hy the Madden
series as the
benchmark for
all console
American
Football
games,
Accolade have
tried to break-
pAUL away from this
style. The
inclusion of every player
. from the NFL with their
photos and their abilities
follows the tradition of pro-
viding games for the stats
nuts. But unfortunately the
stacks of stats are at the
expense of the rest of the
game. Graphically it's
nowhere as good locking
as Madden, lacking refine-
ment and detail. And in the
playability stakes it sutfers
from a distinet lack of pace
and some way off collision
detection. If you consider
yourself to be a top football
' fan hungry for statistics and
set patterns, this may well

N

ATE TN

ﬂﬂﬂwu*v-'w‘rz ik
W Oalf Iy ' 4, n Lt b o U3
udnlmqhsnﬁml:::t scrolling to ic pa AN L
action gets fpm . are ]
tnrmulufldd'll“?‘ﬂ- Y‘N oy > 53
:hi "r I‘ ik'l v I 't " ’] R e } feature is a nice ¢ idea. But the
; :.,..!_ vt . field and ployers look extremely basic

SOUND 59
Wl i Thie game fails 1o motch
if the intro speech

L]
1
Eal
=]
by
a
-

igss3sRg
igacase

I'I.ATIBIIITY 50

frotegic ploys. but
Ty IN exeoulion

IBRERSRY
:

a

c “" ﬂ' . " f LASTABILITY 40

&l The one thing | cannot bring myself to do this nd for Mr Logic. Hours
month is be kind to this game. Many have tried rture for the rest o us
n;_- :, and failed to capture the genius of Park Place’s ?
Lol | /A Madden's football series (even Park Place fum- I

49
ot buying one
ook things

OVERALL 46

Acceptable for those interested
most off-putting feature is its unbelievably crap appearance. K in stats, but shabby in terms of
Although it has been said elsewhere, the choice of title for _ entertainment value.
this game couldn’t have been more grimly apt.
«'E'\*ﬂ“ ¢ ‘""
]

49 nowhere even near the acceptable alterna- '
oS tive mark. It’s a sorry slip-up for Accolade |!.
who seemed to have cracked it with recent form.

o

mation and shamboelic gameplay. Hiding behind #

Gus an impenetrable wall of stats is a thoroughly \
bad game of American Football, but the game’s

AT :»’:W‘“.r.-h
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PLEASE REMEMBER THAT |
IN MEGAMART IS AT YOUR OWN

Got something to sell? Or want to swap MEAN MACHI
games? Do you want something, or do 30-32 FARRIN
you have a special message? Perhaps 3AU.
you Just want a pen pal? Well. whatever
you want, the MEAN MACHINES Megama
IS the place for you.

For just £1 you can have your vg
advertisement containing up tg
Or if you're feeling rich and

it up In the dictionary).. .{

r’

{count 'em) wordsl!
So what are you wg
squares below with
an envelope alo
postal order mag
MACHINES ang
MEAN MACHI

FILL IN THE TOP BOX FOR £1 (20 WORDSP
PLEASE NOTE: ONLY ONE
THEN FILL IN YOUR MESSAGE, USE CA

A
HDDRESS

HSTCOE
101 D




| we've done
| away with the
drivelling insults as,
quite frankly, the

time than they’'re
worth. As such, the
letters contained
this month actually

tryto conveya

‘ replies take up more

come as a shock to
some of you, but for
me it was a welcome
change to have some-
thing a little more
substantial to eat my

chips out of. If you
want to be equally
clever, write to:
PRODUCTION LINE

MEAN YOB,
MEAN MACHINES
SEGA,

30-32 Farringdon
Lane,

London,

ECIR 3AU

PEAGHES AND CREAM

Dear Yob

Well done on a brillient mag, |
have a little problem that has
been bothering me about the

ago | purchased Urban Strike
and | have to admit it is better
than Desert and Jungle Strike.
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VELOUR TRACKSUITS

age rating of games. A few days

But while | was A
reading the back of the
box, | noticed the ratings.
Now not to put too finer a point
on it, but how bloody sad are
these ELSPA people? Even
though they had rated the game
for ages 3-10, | can’t see a child
of three walking into o computer
store to buy the game. Next
they'll be banning Senic for not
being violent enough!

Ronnie Jockson, Harlow, Essex
YOB: The whole ELSPA rating
thing is o good encugh ideaq,
but until some stability comes
into the ratings it all seems a
little daft. | mean, yes, by all

meon classi-

fy contentious games like Night
Trap and MKII, but do we really
need to be warned about Sonic
and The Flintstones. Surely it's
only worth giving a rating to
those that deserve it...

TOWN HOUSE

Dear Yob

I'm just writing to ask you about
the review of Doom in lssue 27.
In the PC version of Doom, there
are eight guns, but in your
review you printed only six. What

; pened to
the BFG 9000
and-the Chain Gun?
Also | think you should give o

. £100 prize for the best letter in

your-mailbag like in CV&G.
Aridrew Farrant, Little Shelford,
Cambridge

YOB: There are only six in the
32X version. Don’t blame us
blame Sega. And | bet you'd
like £100 for the best letter,
then you could grizzle as we
chose even the most inane driv-
el over yours.

BEAUTY SALON
Dear Yob
What is happening to the end-



ings-an

gomesz! In my opinion there is
the odd game with a nice ending,
but most of the others are basi-
cally crap! | really feel game end-
ings have to improve. | own a
Megadrive, and have quite o
good selection of games, and
most of them have boring end-
ings. | don’t know anything ebout
producing games, but is it
because there isn't enough mem-
ory left on the cart?

Andrew Clark, Hessle

YOB: Too bloody right. | piled
all the way through MKl enly te
receive a crap ending with
more spelling mistakes than a
toddler’s schoolbook, The
answer to your question is that
it is normally a matter of time.
Still, it's not all bad news,
Earthworm Jim had a cool end-
ing — and made sense as to
why you had to launch the

cow

HINESS CLUB

Dear Yob

| have hed an idea that you
might like to think about. On
magazines like Sega Mag and
Electronic Gaming Monthly the
cover has o spine. As a regular
reader, | have found that your
stopled spines tend to rip. |
wouldn’t mind paying a little
extra for something that weuld
keep it looking neater. Maybe
other readers feel the same?
Keep up the good work.

A What a crock. No it's -_li
both are green. From Mick Dalston.

= John Green, Sheffield
YOB: It's a possibility. |
Y was going to ask why
d you wanted one, but
then | realised: it's

; ; because your already
completely spineless.

JAEUZZI
Dear Yob
You've been getting a
lot of crap in your let-
ters page of late, so |
think it's time for a
serious slagging let-
ter. First, | agree
totally with Steve's
comments last
month regarding the
snivelling slobs at
Digitiser. If they've got a
problem with your esteemed
mag, then they should ring up
and state it, instead of making
untrue and fabricated comments
on their few pages of daily drivel.
| mean, saying that you only get
70,000 readers compared to
their million, is absolutely ludi-
crous, and a pitiful statement that
only sadcases would accept. So
what if they do get a million
readers, — we all know precisely
why, don't we? It's becouse
Digitiser is FREE! It doesn't cost
anything ot alll So before the
fools boast, they should start
charging £2.25 a month to sub-
scribe to Digitiser, and THEN see
exactly how many readers they
get! Let me tell you this, it would
a much smaller figure than
MEAN MACHINES! Personally |
wish the ass-faced baboens at
the Digitiser hovel would shut
their pus-filled fes-

tering gobs, ¥ A detail of Andrew Jackson ‘s to bother

insert their bomberman with a lot of
heads up the impori
their rec- games any
tums, and . more as

inhale they're all o
deeply. It bit crap, but
would do if something
them, and doesn't get o

us, the review you
world of - can always
good! guess it's

Paul either pretty
Johnson, | duff or that the |
Shadow company is 100 |

Dweller of Skegness
YOB: Actually the Digitiser guys
did reply to Steve's letter but all
they did was call him o few
names and say that if we want-
ed o fight they were ready.
Needless to say, having seen
the plankton that writes for
their hallowed pages, I'm off to
William Hill's to put some
money on the lad Merrett. He
could have Violet Berlin
any day, too. But
enough of that.

WHFM

Dear Yob
| have been read-
ing your magazine
for two years now,
and just lately I've
noticed thet you've
missed o few
games. What hap-
pened to Sonic Drifi?
| know it’s shite but o review
would have been nice. Also
Pebble Beach Golf has been out
of the shelves since November
ond so has Rock ‘n’ Rell Racing.
How about a review? They're
both £35 in my local shop, but |
don’t know whether they're any
good. Time to pull your socks up!
Simon Welburn, Brighton
YOB: Sadly, despite being larg-
er than most of our rivals, we
still can't fit in every game we
receive. We had a copy of
Rock’'n’Roll ages ago but never
got round to reviewing it. As for
Sonic Drift and Golf, they're
only out on import and enly o
few copies made it over here.
We don't tend

scored to send it to us — which
means the same thing.

CANPING

Dear Yob

Being o person not at all influ-
enced by television programmes,
I"d just like to say, “Nintendo, |
admire your work ond contribu-
tions to the video game industry,
and have enjeyed

many of your ‘classic’ games
including Mario Kart, Zelda 3,
and Mario All-Stars, | alse have
the highest admiration for your
recent arcade games, Cruisin’
USA and Killer Instinet, with their
excellent graphics and sound. But
if you give the Seal of Approval to
another gome as shambolic as
Rise of the Robots, and demand-
ed the best part of £70 for it, I'd
say Oll...Nintenda. NOII It is
neither the time or the place for o
shoddy piece of progromming
that has abeut as much originali-
ty os Sega’s next baich of 32X
gomaes! So hoppit!

Neil Degg, Cheshire

YOB: NO! Neil Degg, you may
indeed think you are Cheshire’s
answer to the wonderful televi-
sual comedian of BBC1 propor-
tions, Sir Harry Enfield, but if
you come round our manor say-
ing ‘Hello Matey Peeps’ and
doing dodgy Kevin impressions,

a cuff around your actual lug-
hole will be forthcoming. And
we’d be perfectly justified in
that, my sen.

RRABR ©EE&~ R 5%
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Shall | tell you what | really hate? Pop tossers,
that’s what. PJ and Duncan, Let Loose, Boyzone
and Deuce — PTs the lot of ‘em. | mean, just

what saps buy those records, and who decided
that PJ and soddin’ Duncan were rappers. Jeez,
it's enough to make Snoop Doggy Dog give it
all up! Anyway, that’s my question over for the
month, here’s where we pass over to yours.
Send your queries to:

GIVES NEW MEANING TO POP TARTS Q&A,

MEAN MACHINES SEGA,

Priory Court,

30-32 Farringdon Lane,

London,
ECIR 3AU

DIARRHOEA

Dear Steve
| own a Megadrive, so could you
please answer these cuuplu of
guestions?
1. Is Rise of the Robots v‘ﬁh a
loak uti 4
4 you list ?has&'ﬂmﬂas
best to worst: R:s‘lw Rugby
Wurid Cup, PGA 37 -
ill there be a 3D golf gﬂma

ar the Megadrive in the Futurﬂ? -

4. Being.a PGA fan, is it worth

_ﬂgﬂﬁiﬂg PGA 3 if | have PGA 27

il'BC Racers be coming out
for the Megadrive?
Robert Jones, Cheadle, Cheshire
STEVE: 1. No, it's complete
arse. 2. Rugby, PGA, Ristar. 3.
Mah, there's Links for the
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Mega-CD and Tee-Off for the
32X, but not for the stand-alone
Megadrive. 4. Only if you're a
really ardent fan. 5. Nope —
wait for Speed Racer instead.

CONCEIVE

Deor Steve
I'would be most grateful if you
would Jﬂﬁs;.nqhsa questions for

“me as | received .o Menacer gun

and the Lion King for Christmas.
1. Are'there any other games
coming out or already available
for the Menacer?

2. | realise that big companies
like Sega and EA are very busy,
but | have'some ideas of my own
and wasg wondering how some-
one would go about showing

" Bere in Dubai

_?sinn he had
" only worked

them to a company?

3. When Theme Park comes out
for the Megadrive, willyou be
able to go on the rides like on
the 3DO?

~ 4. Is Biker Mice From Mars com-

ing out on the Megtﬁdva?

5. 1s Wing Ccmmnndeagqmmg

out on the Mega-CD?

ideas for a Night Trap 2 even

_after the controversy over the first

onet

Jonathan Mack, North Shreids,
Tyne and Wear :
STEVE: 1. T2: The Arcade Game
fram Acclaim, Body Count from
Sega, er... that's about it! 2. By
wrifing to them. 3. Probably

" not. 4. No. 5. HEQUTGI'IIW
but is so duff it won’t make ﬂ?

officially. 6. “m"mrﬂi
decide to do @'sequel, it M‘
come out via Acclaim. .

RHYTHM

Dear Steve
| bought myself a Megadrive
about five months ago and |
have a few questions fopyou.
1. For Christmas | uskﬂ for SSF
Il.A man in a
shop over

said the ver-

ona
Megadrive |l
S0 heconned
my parents
into buying a
pirate copy. When | played it, it
was completely messed up. All
thgfnames were wrong and the
c@mments were in Japanese. |
‘i:hnugh* there were no technical
differences between the j .‘

H'.qunve | and U2 "
2. Should I’y o-Mego- E’D ora
32X8 ; " e

% Snmﬁi"mes“-‘.i.rhtn | plaﬁwml
with the test mode ond finish it,
the story comes up'as normal
and then it finishes, then it goes
to a third round against Shao
Kahn. As soon as | hit him he
freezes and vibrates. | can'tde
anything to him exceptwait for
the timer to run out. § this a fault

or am | supposed to find this
excellent?

4. Your mag is usually very fair in
its reviews, but you gave WWF

Row an awful review. | bought it
and found:ﬂ tqhe excellent. It * %
has pg,’lan'l graphics cnmpurech‘i
to.past, versions and a wide -

k f_gplmion?gf‘ﬁpiinns. Why the
' 6. Do think Sega would accapf X

negative review?

Deminic, Dubai, UAE
STEVE:dy There aren’t. You'e
been ‘ad, my so. 2. 32X. Ora
Saturn! 3. It's fault brought on
by accessing the cheat. 4.
Because it's repetitive crap
requiring no skill whatsoever.

NECESSARY

Dear Steve |

| have just g 2X fori st

Christmas, and Ferw'” a =
h ;n-'t*q

questions to ask you. 1

1. Why are the games so enp-en-

sive? .

2. What happened to the battery

back-up on Virtua Racing
Deluxe?
3. When will the first game to
use both the 32X and the Mega-
CD come out and what will it be?
4. If used with the
a-CD, coul
e 32X produ
similar graphics
fo Rood Rash on
the 3DO?
5. Will Twisted
be coming out
_amvthe 32X?
6. Which FMV
games will be re-
done for the 32X? I've heard
Tomcat Alley is in thé pipeline.
Chris Rayment, ﬁmei
Hempstead,
STEVE: 1. It's @ new system and
dwuluplngh such an

or Mldnlghi Raiders - both a
due in March. 4. Nope. 5.
Nope. 6. Tomcat Alley isn't .

~ scheduled, but Midnight

Roiders ond its sequels are on
the way, as are loads of titles
from Digital Pictures.




A

shop, mate...

_PNEUMATIC

MANOEUVRE

Dear Steve
When | play Doom on the 32X, |
start at level six and then go on
to level 15, but when | do this all
| get are some gredits and at the
bottom it says C:/DOOM.
Nothing happens when | press
any of the'butons and | end up
having to swilch off or reset the
game. The game should go back
to level-one,where | should play
to level six and then onto 16 and
17. Why does this happen and
what should | do?

Amit Lahon, Hayes,
Middlesex

STEVE: Take it back to the

i
L 2

Dear Steve

| think your mag is superbse” |

please could you answer my
questions?

“1. Is Doom 2 coming out on the

32X¢

2. |s Acclaim’s Alien Trilogy on
the 32X going to be cart of CD-
based?

3. Is Yirtua Fighter going to be
released on the 32X2

A Wardrop, Dumbaglon, Scotland
STEVE: 1. |l’ic”'fi{een decid-
ed. 2, Cari-based. 3. I's feasi-
ble the machine could handle
ity but Scﬁw'u no plans as of
yet — perhaps when the Saturn
is officially released they’ll
change their minds, though...

AGGREGATE

Dear Steve .

I am thinking of baying a Saturn
on import. Pleasé could you
answer my humble questions?

1. How much Wwould | expect to

" pay for an impert Saturn?

2. What leads m:l need o
make it run on a P,
would | need any special’ of
mains adaptor?

Borry Paige, Tenterden

" STEVE: 1. Between £500-650,

plus a power supply converter
(£30). 2. You'll need a signal
conversion box, unless you
have a SCART telly, for which
you'll need the proper SCART

-

cable.

BOURGEOIS
Dear Steve
Please answer these questions

" for me.

1. In the finished version of Micro
" Machines 2 '

0

for the

A
' Megadrive, why wasn't the stock.

. gar racing included as feafUngd in
your July issue? 0

',Hﬁjll Viffuo Copever be

raleéiﬂ.hqgjnﬁﬁ orSaturn?
3. Are there any plans for a
decent beat ‘'em yp on the
Mega-CD? ; _
4. To play a four-player game on
the 32X, will the game be on a J-
Cart or will you need a four play-
er adaptor?
Jed Mears, Selsey i
STEVE: 1. Memory restrictions.
2. It has been confirmed, but is
way, wayoff. 3. Nope. Eternal
Champiens is due, but | think

_:-.E_ﬁfl-:l'ﬂpo 4. It depends on H'mi.

W‘- { ‘rs't‘aw.
CONSCIENTIOUS

Dear Steve
| own a Megadrive, but | feel that

| need to upgrade to something @

little_more powerful. The 32X is
lgbking quite promising, but here
’.ﬁra some guestions anyway.
i

13 Aithuugh_,ﬂn 32X looks pretty
damn good, do you think there's
any chance of it being dropped

when the Saturn is released? ..
2. Will there %cem,w

form games like e
released for the 32X2
3. Is there any chance Treasure

will be releasing games for the ™~

32X2 Gunstar Heroes is fill one
of my favourites.

4. Don't you agree Underworld,
Manic Miner, and Knight Lore (ZX
Spectrum days) were excellent? |
do.

Josh Robertson, Bradford-on-Avon
STEVE: 1. Apparently they’ll
run side by side, ¥eah, right. 2.
Yeah, Tng_{gfﬁ are working on

T afew,c ’iﬁ'iri. 3. See
eartie answer. 4. Yes,

INSTANTANEOUS

Dear Steve
I'm o big Sega, Mean Machines,
and Yuzo Koshio fan: Please

could you answer my questions?

1. Is there gfng to be a Streets
A

e

Q+A

of Rage 47 If so when?
2. Will a Streets of Rage ever
released for the 32X and t
Saturnd

3. Is a Shinobi game
planned for the 32X?
¥ many sprites it handle?
many sound channels?

playing Megadrive

screen defin

Franklin Smith, Birmingham

- ﬂ STEVE: 1. Not until the

end of summer. 2.

# EoSE — Probably not. 3. Not as of

yet, but needless to say one will
appear eventually. 4. Leads. 5. . ..«
Four. | think. 6. Yep, but only”
marginally.

Ok, that’s enough
for this month.
There’ll be more
Q&A jocularity next
month. | bet you
can’t wait. | know |
can’t. Hmm.
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THIS SECTION SHOW YOU WHICH SHOPS ARE NEAR YOU.
ALL YOU HAVE TO DO IS LOOK FOR YOUR LOCAL AREA
HEADING - AND DETAILS OF THE SHOPS ARE BELOW.

TO ADVERTISE IN THE
MEGA SHOP GUIDE
CONTACT

HOLLY EADIE
O71 713 5289
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NEW AGE
l'elephone or Fax (0742 887393

COMPUTER GAMES & CONSOLES CRER

12 TOOTING HIGH STREET LONDON SWIT ORG BUBBLE & SOUEAK

HAILWOOD SOFTWARE

Hailwood House, Park Avenue, Wortley, Sheffield S30 7DR

THE LATEST OFFICIAL & IMPORT GAMESFOR YOUR CONSUOILE
MEGADRIVE, SEGA MASTER SYSTEM
MEGA - CD
GAME GEAR
SUPER NINTENDO GAMEBOY NES
IDO JAGUAR PC CD -ROM AMIGA CD32
WE BUY & SELL SECOND HAND GAMES

OPEMN MOMN-SAT 10.00am-6, O pm

TEL: 081 767 2575

NEWS FLASH! GAMES WORLD
We will beat any Mail Order price on all new releases 0585 936640

Ilhousands of new & secondhand games in stock

O SEGA AND NINTENDO GAMES AVAILABLE AT
Imports a speciality DISCOUNT PRICES
W € guaraniee a raster and reliable service
: No Membership Fees GAMES BOUGHT & SOLD FOR ,-é".LL SEGA QND
Best deals on part exchange NlNTENDO FORN\.ATS
e our Games Hot Line for a quote MO AMERICAN OR AP GAMES

Ring our (
Call:__(}SIlilZ 613424 GAMES SOLD NEW AND SECOND HAND
daays _.|1||-‘J|'||u Qreeem— SUBJECT TO AVAILABILITY
ﬁ R e FOR FULL PRICE LIST PHONE OR WRITE TO

Visions: 728 King Lane. Leeds. 1LS17 7TBA GAMES WORLD, 18 DANE ROAD, SEAFORD, EAST SUSSEX BN25 TLL

This section shows you which shops are near you. All
TO ADVERTISE IN THE MEGA SHOP GUI
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MAD CONSOLES
Specialists in SNES & Megadrive Back-up Devices
Shop and Mail or _I'. 'ALL FOR DETAILS
{ e redor] SNES Development Tools £CALL
Megadrive SSFII only £25
NEW AND USED MEGADRIVE GAMES 3DO Games all only £35
FREE DELIVERY .\_ii_-gel Saturn £CALL
WSS AVARLABLE e ECALL
17 HAMILTON AVENUE Hun_'\ Games ECALL
COBHAM 3.5 HD Disk 100% Grade A 40p each
SURREY KT11 1AP e e
o 93 2 8 6 2 5 2 5 1 Ribble Crescent, Bletchley, Milton Keyvnes MK3 TQF

Telephone: 0908 379049 / 0850 994372 / 0908 640162 / 0908 379049

v ERmmEsSEE 0 O BOLTON

S A FE S E RV I( E The Next Generation Starts Here
e e S el TELEPHONE (01204) 309 290
HIL 0l 'I-1I-¢|.”||1.|~‘;_1 '&".Lkl\.'\. 1H| _"nl:'U] :;_'-'.l”]'.:" 1O amve ! CALL FOR LATEST PRICES AND TITLES
We will have vour game on your doorstep within 32X CANNON FODDER £314.99
¥ A S e MEGA 32X fvas.4a9  DAFFY DUCK £34.99
o \.||_|._"- ' '\-|1 fLL'\.lF"I | '-Hi.[L I. AFTERBURMNER £39.49 EARTHWORM JIM E3aT.e9
A ap— COSMIC CARNAGE i48.49 [ECCO N £29.99
B[ 'j & SILLL i DooOM £48.49  JELLY BOY £34.99
: 9 ¥ METAL HEAD ECALL  LIOM KING £29.99
\ ~ N TN MORTAL KOMBAT II £CALL  MICRO MACHINES NI £29.99
SE(I‘\ &. 1\ [N l lﬁ\ DO STAR WARS £48.99 PITFALL £332.99
STELLAR ASSAULT E48.99 RISTAR £E37.99
. , _ V.R.DELUXE £48.99  RoAD RASH Il £3v.00
Mondas l.; b J }“ rine H usiness Console Exchange MEGADRIVE GAMES STARGATE £la.99
Vussday 12-8 s 25 Greig Street ANIMANIACS £33.99  SYNDICATE £37.99
Ay S hours call 25 G b rnt-t BOOGERMAN £37.99 URBAN STRIKE £29.99
Friduy 128 # bl R FREE POSTAGE ANYWHMERE IN THE UK
Hulll.:l'lli:n 12-6 {}4{-] ‘1 o I I ?3 V3 ﬁ!'x ALL CHEQUES & P.O'S MADE PAYABLE TO NH GAMES, PO BOX 191, BOLTON, BLI ANH
Sunday 12-4 0463 221173 s nnlr The ﬂ'g‘nni"g_

LeEscEsTERrIE mmizvon

telephone P l a“ e' fax
0179413030 ~ONCO | @S 01179 414855

capcom challenger neo geo cd
%, playstation famicom

GAMEBOY SEGA LWNX

BUY WITH CONFIDENCE FROM EUROPE’S LARGEST STOCKISTS
*ESTABLISHED OVER 12 YEARS#®
TELEGAMES, WIGSTON, LEICESTER LE18 3TE
Send SAE stating lists required or “the uk’s no.1 importer”

TEL 0116 288 0445 / 0116 281 3606 or FAX 0116 281 3437 41 church road, lawrence hill, bristol bsS 9jj

If it's a game
it’s at Telegames

neo geo saturn
32x 3do

oU have to do is look for your local area heading.
. CONTACT: Hollu Eadie 0717 RQ
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No Fuzzy grabs
taken From a
video here —
just the truth,
the whole
truth, and
nothing but
the truth...
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OUT ON FEBRUARY 28TH - BE THERE PERP

?‘z&,@ MORTAL KOMBAT 11 STICKER ALBUM AND STICKERS
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0891666 100,
PHONE

JiHE HALF-PINT HERO'S
AERIEST ADVENTURE YET

WHO SAY P RAIE AS TO BE TALL? ONLY
ONE-INCEIPIA IRt D TWELVE YEARS OLD
MAXTS ASESTPEIRSE RESOURCEFUL AS THE
BEST OF T+ et Vi) ZZLE-PACKED, BADDIE-
INPESSEIJLEVELS, SET IN JUNGLES,

YAV TN ISPACE STATIONS, STAND
‘WEENIOURITINY ADVENTURER AND
VICTORYAS FANTASTIC SPLIT-SCREEN

ST W LAYER OPTION, LETS YOU

Lt MEGH DRIVE 3 AND A FRIEND PLAY MAX,

ertainment System™, ELIX OR BEA. BUT ARE YOU
P — BIG ENOUGH FORTHE JOB?

7.5 mins. MAX CHARGE (CHEAP RATE) £2.93. Max cHARGE (AT oTHER TiMES) £3.68.
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BC RACERS - it's pre-hysterical

Cool n' crazy CLIFF ACE is gettin' in some quality time
with his cave-babe ROXY as they speed n' smash their
way on a dino-powered dirtbike through 32 howlin'

heats in a madcap, 3D, cartoon race against a hardrock SE

host of rocky racers! Up to 2-players.
ALSO AVAILABLE ON PC & PC CD ROM BRI L -

BC Racers © Core Design Limited. All Rights Reserved. 55 Ashbourne Road, Derby DE22 3FS. Telephone (01332) 287797 Facsimile (01332) 381511,
SEGA and SEGA MEGA-CD are all registered trademarks of Sega Enterprises Limited. Al rights reserved.



